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5 8 an Aang on bh Fre 1 dy found 
odd in tlie of 'thoſe* who 
ave Never bf in France, it may be 
proper to obferve here, 8 there are 
in Faris, ſeveral public” for P 


r 


inten- 


inſpeckſon of 4 Maſter, bf 


as they are open to alf Comets, and 


play, and only a trifling Conſideration 


onceive, that in a City ſo populous as 


Paris, they do not want for Company. 
Now as the Method of Play, obſerved 
in theſe public Rooms, in the Standard 


for all private Companies, it is with 
ſtrict Propriety, that this Treatiſe, which 


Academy of Play. 


n 


lay, 
Which are, "rack of , . 


dant, and are galled Academies: And 
nothing is paid by thoſe who do not 


for the Cards, by ſuch as do, it is eaſy to 


is deduced from them, is called the- 
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but as there are but few Perſons, t Hat 
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than fo real Merit, to we N 


ADVERTISEMENT. 
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It may perhaps be objected, that \ 
would have been more complete, if thy 
En glim Games, ſuch as Whiſt, All. 
Fours, Cribbage, &c.. had been added; 


have not already learned thoſe Game 
and as thoſe few, may be readily 10 
ſtructed, by ſuch as Ms and as ocuk 
Example, is ever preferable to the bel 
written Precepts, it would have beet 
rather adding, a ſuperfſuous * 
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TA Edition of the Academy of Play, | 
is much more complete, than any that 
nas hitherto appeared; as the utmoſt Deli- 
gence has been here uſed, in collecting, ar. 
rainging, and fully explaining, every Sante 
that is now played ; ; not only at Court, and 
at Paris, but in all the Provinces. And the 
Laws here laid down, reſpective to the ſeve- 
ral Games, will be found to be natural, ra- 
tional, and conformable to ſtrict N 
The Reader will here find de Game of 
Quadrill, corrected, and augmented by the 
Mediateur, the Solitair, the Favorite ſuit, 
the Mediateur by four and by three; toge- 
ther with many new Deciſions : Theſe Addi- 
tions to Quadrill were the more neceſ- 
ſary to make the Work complete, as this 
Game is now become a general Amuſement, 
and the particular Fayourite of tne Ladies, 
The Principles of the Game of On- 
bre, of which there have been. already 
ſeveral Editions, are here more clearly in- 
veſtigated, the Laws of it are more extend- 
ed, and we may ſay, with regard to ſome of 
them, more deciſive and equitable. And 
altho? this owt 18 at e fomewhat ne- 


glected, 
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tagt it will one Day, again becgme che 
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| chemo Lene and; Theres f 


upon: the Cards; and there is nq flpubt, 


vaurite; when the Ladies ſhall no ITT 
tach chemſelves, e e Ae War 
Came gf Gua drill. an 
The Game of n lea here EY 
in a mender more cleas, and mogę gonfqrmablę 
to the preſent Practigg, as in ali che Byles here 
given, we have folloed eee 
of the moſt able Planes. 
The Revg/e, which was befars treated yer 
* ſuccinctly, is gre extended, and explained | 
in ſuch manger, a5: to make it perfectly;ealy | 
to the Leamer,;. and all ſuch Diffigultics as | 
may, ariſg in ap lan e Mug f 
a deavoured to elucida Food vt 10 
In a Word, all. the SE Pere-.n 
the former Editions, MEX here treated in a bt: 
ferept manger, either by 


Correction or Aug-. 
N Merit 94geg — 
| new Came, which Nee linge receive 

into the Republic ofPlay. ; ſuch as the Papillon, 
Tontine, Sizelte, ang. ma 90 others, which are 
now the Amuſement of ie Beau! Monde. : 80 
that it 187 not without ſome eReaſon 1 that we * 


. this 3 will be fay6utably fecef 
11 | | 0 0 N. 
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CH AP. I. 
Containing a General tata of the Game of P1qQUET> 


5 HE Game of Piquet is played by two pet ſons 
2 only, and with thirty-two Cards, yiz; the 
* 


Ace, King, Queen, Knave, Ten, Nine, 
ight and Seven, of each Suit; and theſe, Cards 
keep the ſame rank in which they ate here placed ; 
the Ace being above the King, . the Kiog the 
Queen, the Queen. the Knave, &. And obſerve 
here, that in telling the Game, the Ace counts 
leven, the King, Queen and Knave, ten each; 
and the ſmall Cards, each according to the number 
of their Pips; Ten, Nine, Eight or Seven. a 
When you have agreed what to play for, and 
ow many Points ſhall make the Game, you then cut 
for Deal, and he that cuts the loweſt Piquet Card 
Deals firſt; in order to WHR he ſhuflles the Cards, 
_—_ | and 


I 


either to play the Cards, or to have a new Deal; 


| has thirteen Cards, he is in like manner, to lay 


> N Obſerve, that if there is a faced Card in the Stock, 


* 
— us —— 


. 
\ 
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and preſents them to the Elder-band, who, if he 
pleaſes may ſhuſie them likewiſe, (in which ea 
the Dealer has a night to ſhuffle them a ſecond time,) 
and then places them befare. the Elder, who is to 
cut chem: And ohſerve, that if he cuts only one, 
or drops a Card in cutting, the Dealer has a right 
to ſhuffle them over again. 

The Cards are to be dealt by two and two, or 
three and three, and by no other number; and 
the Deal is to be continued in the ſame manner in 
which it 1s begun, throughout the whole party ; un- 
leſs the Dealer ſhall declare at any time before ſhuf- 
fling, that he intends to change it. 

In this manner each Player is to have twelve 
Cards dealt him, and there will then remain eight 
Cards, which are called the Talon or Stock, and are 
to be placed on the board, directly betwixt the two 
players. | 

In order to give a general idea of the Game, as 
we have propoſed, it is neceſſary to obſerve here, 
that if the elder or Younger Hand, has thirteen 
Cards dealt him, it is in the option of the elder, 


and if he chuſes, to ſtand his Game, he is to lay 
out five Cards, and take in only four; or if he does 
not chuſe to lay out five Cards, he is Aill to lay aut 
one more than he takes in, ſo that there may be 
three Cards left to the Dealer. If the youpger Hand 


out one more than he takes in, If either party has 
fourteen Cards dealt him, there muſt be a new 


Deal. 


whether it conſiſts of eight or of ſeven Cards, it 
mall not hinder Ap IP ' em being play d, E 
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ed, it is-not the firſt Card of the Stock, or the firſt 
of thoſe three that belong to the Dealer ; for in that 
cafe, the Card. being ſeen by both parties, there 
mult neceſſarily be à new Deal; for if it is left to 
the option of the player, to whom the Card be- 
longs, he will have the advantage, either to play, if \ 
he likes his hand, or to refuſe iſ he does not; which 
would be unjuſt, as 3 faced, is not | 
the fault of either party. g 

We muſt here than the ſeverity which 125 
is practiſed in certain ihces, as in Languedoc 
and Provence, of condemning the player, who ſhall 
turn or ſee one or m Cards of his e 
Stock, to the Grand 
is very unjuſt; and is 
the beſt players of P 
being only obliged 
ſary ſhall chooſe; 
Cards, See the T9311 DOES» | 

I er to explain — — are called = 
Hazards ; of which there are three, the Repic, - the 
Pic, andthe Capot. The Repic is made, when either 
of the players counts thirty in his Hand. before his 
adverſary can count one, in which e inſtead of 
thirty be reckons ninety. | 
The Pic is when the Elder Hand tells thier, by. | 
the Cards he has ir: his Hand, and by the Cards thar | 
he plays, before the other tells one, and in that caſe, 
he ſcores ſixty, and as many more, 8s be * + 
Points in play. 7 
The Capot is, when either of the Players wins all 
the Cards, for which he ſcores forty; whereas he 
Fas wins the moſt Turn on] „ ſcores but ten for 
he Cards, 74 ; ; — 

| | 4 Thoſe 


ak Pf oth 
+ Thoſe Players are much miſtaken, who pretend: 
. chat all the chree Hazards cannbt be made at the ſame 
time; for every body agrees, that the Capot may be 
joined to the Pic or*Repic | and which indeed 
frequently happens: and thoſe who are eſteem'd the 
beſt Players of the Game, agfee with me, that for 
the ſame reaſon, they may all three be joined toge-- 
ther: As for example, we will ſuppoſe that the El- 
der Hand has the four T eirce Majors, which are al- 
lowed to be good; he enters then with Four for his 
Point, and Twelve for the Fout Peirce Majors, which 
makes Sixteen; and Fourteen for the Quatorze of 
Aces, makes Ninety; and Twenty- eight for the Qua- 
torze Kings and Queens, makes a Hundred and 
Eighteen, and Thirteen he tells in Play, makesa Hun- 
dred and Sixty One; which added to the Forty; for 
- the Capot, makes two Hundred and one. This 
chanee is ſo extraordinary, that perhaps it may never 
happen: But it is but juſt that it ſhould be allow- 
ed hen it does happen. | 
* Obſerve, that when the Tierce Major is good for 
Point, it counts Four, tho“ if it is counted ſor 
Three only, ſtill the Three Hazards, may, in alike 
manner, be made together. - 
Vouwill remember, that to make the Pic, that is 
to count Sixty inſtead of Thirty, you muſt be Elder 
Hand ; for if you deal, and the Elder plays a Card 
that tells, he counts One; and tho” you have count - 
ed Twenty Nine in Hand, and win the Card that 
he plays, you ſtill count only Thirty, unleſs he 
ſhould play a Card that does not count, as a Nine, 
Eight, or Seven, in which caſe, after you have won 
the Trick, you play on to Thirty and count Sixty, 
the Hazard being then juſtly made. 
| We muſt here likewiſe condemn that ſeverity, 


which is practiſed in Provence and Languedoc, with 


on % «: 3 VE Io 


N IAN KE rr. a 
regard to the Pic; withſthem, the Player, h in- 
ſtead of counting Sixty counts only Thirty, is not 
allow'd to correct himſelf, which every where elſe 
he is admitted to do: Players ought to make no 


ſuch difficulties, as 
them to. obſerve ſo much rigor ; ' for as the inatten- 


tion or confuſion of him who makes that miſtake, 


can only be to his own prejudice, he certainly ought 
to be allow'd to recollect himſelf, any time before 


cutting the Cards for the next Deal. | 


It is neceſſary to bg obſerved, eſpecially when the 
the two Players are year the end of the Game, that 


is nothing which obliges 


the Carte Blanche, which is good for Ten Points, 


counts firſt ;-then follow the Point and Sequence; 
and after them, the Points which are told in Play; 
and laſt; the Ten Points for the Cards, or Forty for 
the Capot. * ' | | ' 


0 | A P. II. , 
Of the Carte BTANCAHET and of the Manner 
of making the D1sCarv. 


— — — 


dealt him, he examines them; and ought for 
the better underſtanding of his Game, to range 
the different Suits : that is, to place the Hearts with 
the Hearts, the Spades with the Spades, &c. 
The firſt thing he then does, is to obſerve 
whether he has a Carte Blanche, that is, if he has no 
Pictures in his Hands; the Pictures are the King, 
Qeeen, and Knave. If either of the Players finds 
that he has a Carte Blanche, after the other has diſ- 


carded, he ſhows it down on the board, by telling 


them one after the other, and the Carte Blanche, as 
was faid before, counts Ten, and takes place before 
5 the 
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HEN each Player has his twelve Cards 
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Point itſelf, and ferves coward nigking thi Pie 
and Repic, or to prevent them. e wh 
Pf After the Players have examined Gen Hans, ad 

whether either of them has Carte Blanche, or not, 
the Elder Hand makes his Diſcard ; that is, he chooſes 
out five Cards that he thinks of the leaſt value, and 
lays them on one Side, in order is W905 ny FO 
the Stock. _ 

Obſerve, that he cannot take more than dre, but 
= as many leſs as he pleafes, except one, which he is 

obliged to take; and in that caſe, has a right to ſee 
choſe Cards that he might have taken, and the 
Dealer, whether the Elder Hand has left him any 
Cards, or not, is in like manner at liberty, © 
take as many of them as he pleaſes, except one, 
which he is likewiſe obliged to take; if be 
leaves any Cards, he has a right to ſee them ; and 
9 jf he does, the Elder Hand muſt ſee them too, firſt; 
naming the Suit he intends to Lead: if the 

Dealer ſhould leave any Cards, and mix them | 
his Diſcard, the Elder Hand has a right to ſee ti 

whole; firſt naming the Suit he leads, as before: 

and if he ſhould, either by deſign or accident, lead 
nnother Suit than that he named; he ſhall be oblig. 

El to — in what Suit the Dealer pleaſe.. 
——As. = intended, more for Beginners, 
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| than for experi Players, they will not be diſ- 
JT _-pleaſed, that we here point out, en paſſant,' the prifi-- 
SS _ +cipal ends, that ſhould be kept | in view, in _— 

| 8 . the Difcard. 
201 Phe Grit ends proposed by good Players, are to 
get the Point and the Cards; to do which, it is the 
general Rule to carry that Suit in which they hav? 
the moſt; orat leaſt, in which they are the ſtrongeſt; 
* ey it is more elegible to carry Forty - ont of one os 
an 


than fort) Bur of another, where 5 is 
N of making a Qgint; or even if there 
be a {mall Quint, with the Forty - four, it may f i 
be right to prefer the Forty - one, if by taking. in one $2 
Card only, you make a Quint Major, and gain - 
the Point and Cards, which could not be done with | 
the Forty-four, without avery — Reatree, | 
or T ate-in. | 
When you go for a great Game; you are to Di- 
card differently, from what you do when yon go 
for a common Game only; for in the former caſe, 
you abandon your Game entirely to the Rentree, | 
whereas in the latter caſe, you carry ſuch Cards, as 
with a common Rerxtree, or take-in, will enable you to 
make good your Score; which is commonly eſtimat- 
td at Twenty-ſeven Points for the Elder, and Thir- 2 
teen Points for the Younger Hand, You muſt like- 3 
wiſe in diſcarding, endeavour to get the Quatorzes 
which are, the Four Aces, the Four Kings, the Four 
Queens, the Four Knaves, and the Four Tens: the 
Quatorze Aces annull all the others; and by hav- 
ing them, you can count any other inferior ones, as 
a Quatorze of Tens, tho your adverſary ſhould have 
Quatorze of Kings, Queens, of Knaves. If thergis © 1 
no Quatorze, you may count Three Aces, Kibigs, . 
Queens Knaves, or Tens, to which you are there= |, 
fore to have regard in your Diſcard'; and you will l 
obſerve, that the Three Aces are ſuperior to the. | 
Three Kings, &c. and that the loweſt Quatoree, - q 
prevents the Adverſary from telliug three Aces, and 
ſo of the reſt ; and that by virtue of a Good Quator cc, 
you not only count inferior ones, but alſo three Tens, 
or any other Threes, except thoſe of Nine, Eight, 
or Seven; altho' your adverſary ſhould have Three 
of a Superior value. The leaft practice will make 
B 4 all \ 
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all this, which may ſeem a little difficult at rt, 
quit&familiar, 
The ſame Rules are to be obſeryed wich regard to 
the Seguences, that is, the Huitiimes, Septiemes,” Sixt- 
 Emes, RQuintes, Duarts and Teirces ; to which i in your 
- Diſcard you will pay due attention; that you may 
have the beſt chance of making them by your Ren- 
zrie, as they are what/contribute greatly to the ſuc- 
(___ceſs of the Game. zu wilkfind the explanation of 
theſe terms; wit /a nk, of their value, in the 
next chapter; in which the Learner will find the 
nature of the Diſcard more fully explained. 
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Containing an Ebene the Pot NT, and of th the 
SEQUENCE; with ome Further ur on the 
 Disca RD. | f 


HE Point is indbay of the amount of fg 
many Cards as you have in the ſame Suit, 
1 added together; in doing of which, you will 
remember, that the Ace counts Eleven, the Pictures 
Ten each, and the ſmall Cards according to the 
number of their Pips, Ten, Nine, Eight or Seven. 
The Elder Hand having reckoned up his Point, 
calli it, that i is, he names it to his adverſary, and 
_aſks him if it is Good? who, if ke has not ſo many 
Aays, it is God; if he bas juſt as much, he ſays. 
Equal ; if he has more, he ſays not Good. He that 
| has the beſt Point therefore, counts for it, ſo many, 
1 Points as he has Cards, except, for example, he has 
Mt ſix Cards, which make only Fifty-four, he counts but 
"i | five, whereas, if they had made Fifty-five, he would 
"x have counted ſix; and fo of ſixty-four, and forty- 
| four, which count no more than the number of their 


Tens, 
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Tens; the fifth Point always making up the Ten; 


thirty-fire Points being equal in value to forty- 
four, each counting Four“; but it is that Party 


only who has the moſt Points that counts, and if 
their Points are both equal, neither of them counts 


any thing. The ſame Rule holds good, when the 
two Players have the ſame, Sequence, unleſs ane of 
them, by a ſuperior Teirce, Quart, Quint, &c. juſ- 
tifies the equality. he has with the other. | 


Of the T EI RC E. 


There is ſix ſorts of Teirces: the firſt is called 
Tei eirce Major, and 1s compoſed of the Ace, King, and 
Queen; the ſecond call d Teirce to à Mg, is com- 
poſed of the King, Queen and Knave; ; che third, 
to a Queen, of the Queen, Knave and Ten; the 
fourth, to a Knave, of the Knave, Ten and Nine; 
the fifth, 1 a Ten, of the Ten, Nine and Eeght ; 


and the ſixth, which is call'd Tairce-Baſſe, is do. 54 


poſed of the Nine, Eight and Seven. Yau will ob- 
ſerve, that to make any Set the Cards muſt 5 
all of the {ame Suit. R 5 


647 (335 e,, no OE” 
There are ſive ſorts of Quarts; the firſt called” 
Quart-Major, conſiſts of the Act, King, Queen and 


Knaye; the ſecond called Quart to a King, compoſed 
of the King, Queen, Knave and Ten; the third, 


10 a Queen; of the Queen, Knave, Ten, and Nine; 


the ſourth, # @ Knave, of the Knave, Ten, Nine, 


and Eight, and the fifth called Quart 4. of the 
Ten, } Nine, Eight and Seyen. >: 
| | B 5 8 be, 


* In moſt of the Academies of Paris, the Pot INT is — 
diſſeremly counted; Five Cards counting Five, Six Cards Six, & c. 
whether they waks more ox leſs than Forty-five, Fifty-five, &c. 


— 


10 nnr . 


b. OU INT. 


There are four Quints; the firſt is, the Quint- 
Major, and is compoſed of the Ace, King, Queen, 
Knave and Ten; the ſecond, ts a King, of the 
King, Queen, Knave, Ten, and Nine; the third, 


to a Pncen, of the Queen, Knave, Ten, Nine and 


Eight; the fourth, call'd Quint-Baſſs, or, to a Knave, 
of the Knave, Ten, Nine, Eight and Seven. 


The SI XIE N. 


There are three Sixiems, the firſt, called Sixiem- 
Major, conſiſts of the Ace, King, Queen, Knave, 
Ten, and Nine; the ſecond, zo a King, of the King, 


' Queen, Knave, Ten, Nine, and Eight; and the 
third called to a Queen, or, Sixiem Baſſe, of the 


Queen, Knave, Ten, Nine, Eight, and Seven. 


The SEP TIE M. 


There are two Septiems ; the firſt is the Sep- 
tiem-Major, and is compofed of the Ace, King, 
Queen, Knave, Ten, Nine, and Eight ; the ſecond, 


to a King, of the King, Queen, Knave, Ten, Nine, 
Eight and Seven. | 


Th HU ITI E N. 


There is only one Huitiem ; which conſiſts of 
all the eight Cards in the ſame Suit, wiz, the Ace, 
King, Queen, Knav e, Ten, Nine, Eight, and 


Seven. 


You ſee, by this Account, how material it is to 
have regard to the Sequence, in making your Diſ- 
card; for a Teirce, that is good, counts Three; a 


oh Quart, 


34 
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Quart, Ex a 1 Fiſteen; a Sixiem, Sixteen; 
a Septiem, Seventeen; and a Huitiem, Eighteen; 
beſides what they count for Point: So that the 


Player who has a Quart, of which the Point is good, 
counts Four for the Quart, and Four for the Point, 
which make Eight; or if he has a Quint of which 
the Point is Good ; he counts Five for the Point, 
and Fifteen for the Quint, which make Twenty; 
and ſo in like manner with the Sixiems, Septiems, 
and Huitiems. 

Remember here, what has been before ſaid ; that | 
he who has the higheſt Teirce, Quart, Quint, &c. 
ſets aſide all thoſe of his adverſary, that are inferi- 
or : for example, a Teirce-Major annuls a Teirce 
toa King; and ſo of the Quarts, Quints, &c. the 
leaſt Quart, ſetting aſide the higheſt Teirce, the 
leaſt Quint the higheſt Quart, &c. 

You will remember too, that by favour of aTeirce, 
Quart, Quint, &c. which are Good; you can 
tell a ſmall Teirce, tho' the adverſary ſhould have 
one much ſuperior, and if there ſhould be an equali- 
ty betwixt the higheſt Sequence in each Hand, and 
either of them, ſhould have ſeveral others, of equal 
or inferior value; nothing ſhall be counted for the 
Sequence, by either Party; the equality between 
the ſuperior ones, having deſtroyed the validity of 
the whole. 

What is here ſaid, ſeems quite ſufficient to ex- 
plain the nature of the Sequence. Let us now ſee the 
manner of Calling the Game, and Playing the Cards. 
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Of Calling the Game, and Playing the Cakbs. 


A TER each Party has taken in, he ſorts 
his Cards, in order to fee what he has to 


tell; and firſt the Elder Hand having placed the 
Cards 
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Cards of chat Suit, in which he has the moſt, toge· 
ther; he reckons up his Point, and Calls it; and 


the Younger Hands anſwers, Good, Equal, or, not 


Good; as his Point is lefs, equal, or greater. 

The Elder next calls his Sequences, if he has any 
and the Younger replies as before, Good, Equal, or, 
not Good. You muſt well obſerve, that the Point and 
Sequences, if they are allow'd to be Good, muſt be 


- ſhown down on the Board; for if either Party for- 


gets to ſhew them before he plays his firſt Card, he 
7s not allowed to tell them at all; and his adverſary 
is entitled to ſhow and tell his, tho' they are much 


Inferior : If both parties ſhould forget to ſhow 
them before they play their firſt Cards; they ſhall 


not either of them, be allowed to count any thing 
for them. 

After calling his Sequence, the Elder examines if 
he has any Quatorzes, which are, as we ſaid before, 
the Four Aces, Kings, Queens, Knaves, or Tens ; 
the Quatorze that is Good counts Fourteen ; the * 
perior in one Hand, annulling the inferior in the 
other; and enables you to tell three Aces, Kings, 


Queens, &c. If you have no Quatorze, you are to 
look for three Aces, Kings, Queens, Knaves, or 
Tens; the ſuperior ſtill ſetting aſide the inferior. 


When the Elder has examined his Cards, and 
finds by Calling, what he has that is Good; he be- 
gins to count his Game; and the firſt thing that 
he counts is, the Carte Blanche, if he has it, which 
is good for Ten Points ; next he counts his Point, 
if it is good, which, ſuppoſing it to be fifty, he 
ſhows down and counts five; ten and five make 
fifteen : He then counts his Sequence, and if he. 
has a good Quart, he ſhows it down likewiſe, and 


| counts four ; fifteen and ſour make nineteen; 


then 
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then if ad has FO: or three Aces, or. any other 
'Threes that are Good, he adds them, in like man- 
ner ; when having finiſh'd the count of his Hand, he 
fare down a Card, and if it is an Ace, King, 
Queen, Knave, or Ten, he counts one for it; fog 
thoſe are the only Cards that count inPlay * — 


After the Elder Hand has play d a Card. if che 
Younger has the Point, or any Sequence that is 
good, he ſhows them doun and counts them; and 
if he has Quatorze, or any three that is good, he 
oo” them likewiſe, and Carte Blanche, if he has 

and after counting all his Hand; he plays in 
in 1 ſame Suit in which the Elder led, if he has 
any of that Suit ; and if he wins the Trick, he leads 
in ſuch Suit as he thinks proper. 
You have to obſerve, that as there is no advantage 
to be taken by ſurprize, at the Game of Piquer 
he that in playing, changes his Suit, 1s to name the 
Suit in which he then leads ; in default of which, 
the other Party, ſuppoſing that he ftill continues to. 
lead in the former Suit, has a right to take up the 
Card that he has played, even tho? it ſhould be in 
the Suit in which he then leads. 

With regard to the manner of playing the Cards, 
as it 1s impoſſible to become a good Player, without 
practice; we ſhall content ourſelves with giving wo. 
general obſervations. 

It is certain, that it is principally by the manner 
of playing the Cards, that we diſtinguiſh the good. 

Player: 


In the Academies in general, they fometimes tell one for 
every Card they lead or win, whether a tenth Card or not; ſo 
that when two Players fit down, who are not acquainted with 
each others play, it is cuſtomary to aſk, Whether you count all 


the Cards or not ? 
= 
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Player: now it is impoſſible to play well, without 
knowing the force of the Game; that is, by exa- 
mining your own Hand, and by carefully obſerving 
what the adverſary has ſhown, and what he has 
called, you ought to know what Cards he ſhould 
have in his Hand, and conſequently what he has 
diſcarded. 

There are two ends principally to be obſerved in 
playing the Cards; the one is to get the majority of 
Tricks ; and the other, to tell all the Points you 
- poſſibly can in Play; and to prevent your adverſa- 
ry from telling : But of theſe, the firſt is the prin- 
cipal, as he that wins moſt Tricks, ſcores ten for 
the Cards. 

We muſt obſerve here, in favour of thoſe who are 
quite unacquainted with the Game ; that there is 
no Trump at Piquet ; but that the beſt Card of the 
Suit led wins the Trick: for example, if the King of 
Clubs is led, and you play the Ace, you win the 
Trick; whereas if the Seven had been led, and you 
play the Ace of another Suit, your adverſary wins 
it with the Seven. 

When one Party leads a Suit, and the other by 
miſtake plays in another Suit, when he has one of 
the Suit led, he is at liberty to take up the Card 
he has play'd, and play in the Suit led, without in- 
curring any Penalty, 

It happens ſometimes by ill luck, that the Elder 
Player tells nothing in Hand, his Point, Sequence, &c. 
being not Good; in that caſe he plays a Card, and 
tells one, if it is a Card that counts, and continues 
playing on, till the Younger wins a Trick; who 
having before told his Hand, returns the Lead in 
ſuch Suit as he thinks proper; and in that manner 
they play on, till all the Cards are play'd out ; and 
he that wins the laſt Trick, tells two for it, if i it 1 


a Card that counts, or one if it does not. 
The 


A 
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The two Players then count their Tricks, and he 
at has the moſt, ſcores ten for the Cards ; if they 
equally divided, neither Party ſcores any thing 
or them. | | | hs 
Each Party then ſets up with with counters, or 
Ws therwiſe, ſo many Points, as he has counted in that 
WD cal; and the Cards are ſhuffted, cut, and dealt 
W again, in the ſame manner as at firſt ; the two Play- 
ers dealing alternately til! the Game is finiſhed “. 
If the Loſer chuſes to play on, when you begin a 
freſh Game, you are to cut for Deal, as at firſt ; un- 
leſs it was agreed at the beginning, that the Players 
ſhould deal by turns throughout the whole Party. 
| Each Player is at liberty to leave off play, when 
che party is finiſhed, but not before, without forfeit- 
ing the ſtake that is play'd for T. 


CE 4 
Of Account P1QUE x. ; 
HIS method of playing Piquet, is much uſetl 
| by good company, as it admits of a much 
greater ſociety, for three, four, five, fix or ſeven 
perſons, may by this means, be all concerned in the 
ſame Party; there are nevertheleſs, only two who 


play at the ſame time, the reſt ſucceeding each other 
by rotation, | he. 
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At 


»The number of Points that ſhall make the Game, is, as 
was ſaid at the beginning, quite arbitrary, and therefore at the 
diſcretion of the two Players ; yet the Ndmber commonly ob- 
ſerredis a Hundred, and which ſeems the moſt elegible, as in 
that caſe, the Game is never deſperate ; for let your adverſary 
be ever ſo far advanc'd before you, it is almoſt always in the 
power of a Repic, to give you the Game. ; 

1 Ir is proper to obſerve here, that the Game is frequently 
Played with the Lurch; that is toſay, if one player gets as many 
Points as make the Game before the other gets half that number, 
he is ſaid to be lurched; ſo when the Game is 100, if one player. 
makes that number before the other makes go, the latter is lurched, 
and is obliged to pay the winner the double of the take play'd for. 


16 ee 
At the end of every Caups. © or Mt Deal, , Yie 
Loſer | goes out and another takes. his place. Ot 
otherwiſe you play by turns, beginning on the. right, 
and going round, as you ſet, to the, left r 
þ #4 I begin with the; perſon on. 7 05 
hand, and after we have playe our e 
another Coup with the perſon on his right, and ſa 
of the reſt: And this —— He eden manner, 
of playing the Game. | / 
Before you begin, you are to ſettle ** many 
Rois or Tours you intend to play, whether fix; nine, or 
tw elve Reit, more or leſs; a Neis, is two Tours, a 
Tour is two Coups, and a Coup is two Deals Von are 
| likewiſe to ſettle the value of each Point, whether 
it ſhall be a half. penny, 2 a Penny, or more if you. 
chooſe it. 
With regard to playing the Game, the ſame rules 
are to be obſerv'd, as at common Piquet: Each of 
the two Players dealing once, and at the end wh 
every Dami- Tour, you count how many Points you" 
have made more than your adverſary, ſetting them 
up with Counters: for example; ſuppoſe that at 
the end of the firſt Coup, one of the Players has 
made twenty Points, and his adverfary ten only; 
the Elder therefore has ten Points againſt the 
Younger, which he ſets up with Coun ters, till:the ſe-* 
cond Coup is finiſh'd; if in the ſecond Coup, he that 
has ſcored ten Points, makes only ten more, and 
his adverſary makes Forty, there will be twenty 
Points that he will have, more than the other, on 
the ſecond Coup ; becauſe from the forty Points 
there muſt be deducted twenty, that is, ten for: 
the firſt Coup, and ten for the ſecond Coup; con- 
ſequently there will remain twenty Points, to be 
ſet up for the Loſer ; and ſo of other Coups. | 
But, 
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But as the idea we have here given, may nat be 
ſufficient for ſome ſort of people, who are not con- 
tent to ſee things, but would feel them alſo: We 


mall here give a Table, that will inſtruct them i in 


the manner, in which thoſe who loſe, are to be ſet up. 
Obſerve here, that all Points under five, go for, 
nothing, and that five Points or more, ſcore ten 
ſo that fifleen Points ſcore as much as twenty-four, - 
that is, they each ſcore twenty, and ſo of the reſt. 
If there are three Players, you make three columns 
and at the head of each, you write the name of one 
of the Players, and in it, you fet down what he loſes. 


4A TaBlr, foewing the Score of Twelve R 01 3. 


[Lew1s. PETER. 


201-38 
40 | . ga 
100 30 
32 2 
2 50 
15 60 
590 | 30 
60 80 


Totals 420 372 


You ſee by theſe columns, what each Player * 


loſt, in the courſe of the twelve Rois; 


the amount 


of each columu, are then to d be added all together, 


as follows : 
Lewis loſes 470 Points 
Peter — 370 
Denis —— 510 


5 | Total — 1350 Points, 


Which 


— — —  — = 
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Which being divided into three equal parts, leaves 
455 Points for each Player, who then, each of them 
take their reward; ſo that Peter, who has only 370 
Points, gets Bo Points, becauſe he watts ſo many 
to make up his number 450, which is the one Third 
of the whole; on the other hand, Lewis loſes 20 
Points, becauſe he has ſo many more than 450 ; and 
for the ſame reaſon Denis loſes 60 Points, as he has 
that more than 450. When on the diviſion there 
are any odd Points remaining, they are for the ad- 
vantage of him, who is the greateſt loſer, 

Obſerve, that there. is commonly a Conſolation 
paid beſides, at-this Game, which is 20 Points for | 
the loſer, or more or leſs, as ſhall be agreed, ſo that 
when it is 20Points ; he that is marked 30 by the 
Game, loſes 50 Points, and ſo of the reſt. 


Another Manner of Playing AccounT PI r. 


This method of playing the Game by three or 
five Perſons, is leſs embarraſſing, as there is no oc- 
caſion for pen and ink, or for addition and diviſion, 
Each Player takes to the value of 600 Points, in 
in five Fiſhes and ten Counters; each Fiſh being 
worth ten Counters, and each Counter goes forten 
Points, ſo that for thirty you ſet up three Counters, 

The reſt of the Game is play'd, as by the former 
method, except that inſtead of a Standiſh, you have, 
at the end of the Table, a Box or Pool, into which 
you put what is ſet up; which at the end of the 
party 1s equally divided amongſt all the Players. 
The Conſolation is paid in like manner by him 

that is ſet up, who inſtead of ten Points, which he 
is marked by the Game, puts 30 into the Pool; in- 

ſtead of thirty Points, fifty; and ſo of the reſt: 
There 
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There is likewiſe another Conſolation which is 
paid by him that loſes, which is two Counters to 
his adverſary and one to each of the other Players. 
Obſerve, that when the two Players count alike, 
or there is only four Points difference ; it is a | 
fait ; that is, there muſt be a freſh Deal, and he 
that is marked or ſet up, on the ſecond Deal, pays 
to the Pool, twenty Points extraordinary; and if 
there is a ſecond Refait, he pays forty, and ſo of the 
reſt : unleſs it is agreed, in order to prevent Refaits, 
that the Players ſhall Mark to one Point, fa that 
there ſhall be no freſh Deal, but when the numbers 
are exactly even. 
When the Party is finiſh'd; as you will fee by 
marking with a Card how many Tours are play'd; 
the Pool is divided, and each Player ſees what he 
has got or loſt, without any difficulty : If there are 
any odd Connters, they are, as before, for the advan- 
tage of the greateſt Loſer, 


A Third Manner of Playing hocemnr. Rees 
This method is, by each Players taking the value 
of ſix hundred Points, as before; and you may 
play one againſt one, and pay each other as you play, 
v hat you are marked; and his manner of playing is 
very equal; you may make the Conſolation here, as 
high as vou pleaſe. 

This Game is likewiſe play d two againſt two; 
which is the common Party; or two againſt one ; 
the Party who plays al one againſt two is call d the 
Chouette ®, 

In all theſe methods of playing, you will have re- 


courſe to the Rules, which are the ſame for all Sorts 
of Pi iquet. The 


Gouctte is French for an Owl, what reſemblance there is be - 
ween the Lone Player, ard that wiſe looking animal, the reader 
is left to determine, 


by ._ 
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| The Laws of the Can of Prqunm: 


ib, the Decifions of the beſt Players, on the ng 5 
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I. If either of the Players "at thirteen Cards 
dealt him, it is at the option of the Elder Hand, 
either to play the Cards, or to have a new Deal, as 
he ſhall find it moſt advantageous for his Game: 
When either Player has fourteen Cards or. n 
there muſt be a freſh Deal. Th 
 Therea/m for this determination i is, that if tither F- 
ty has thirteen Cards, it is the fault of the Dealer ; there- 
Fore if there is any damage, he is to ſuſtain it: This is 
a law generally received. 

II. If it is the Elder that has thirteen Cards, i 

he choſes to play them, he muſt lay out one more 
than he takes in, for the Younger muſt have his 
three Cards ; if it is the Younger that has thirteen, 
the Elder takes þ in the ſame Cards as if the Stock 
was right; and the Younger lays out three, and 
takes in two: in either caſe, the Party who has 
thirteen Cards, is to acquaint the other of his inten- 
tion before he takes in, for after he has ſeen the 
Cards, the Game muſt be play'd, on the penalty of 
playing with more than twelve Cards, which is, to 
to count nothing. | 4 

T he juſtice which is ſhown to the Elder, in leaving it 
to his choice, either to ſtand his Game or nat, engages him 
at the ſame time, to leave the Younger his three Cards; 
Tvho when he has thirteen Cards, is for the ſame reaſon 
o lay out three, and take in only two; that he may not 
incur the penalty of playing with more than tawelve 
Cards: This rule is alſo generally received, | 


III. 


have better than your adverſary ; you cannot 
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dut, or is found in Play, to have more Cards than he 


0 ught, counts nothing; - and cannot bar his adverſary . 


rom telling every thing that he has, even tho“ it 


ſhould be much inferior to what he may have, who : 


as thirteen Cards or more. 

* The rigor of this Law is founded in | juftice, for it fre 
puently happens, that a fingle Card is ſufficient to make a 
ame good, or to prevent it? All Players who walue 
bemſelves upon the knowledge of the Game agree in this. 
IV. He who plays with leſs than twelve Cards, 
ay count all that he has; the playing with too 
ew Cards being no fault ; but his adverſary always 
ounts the laſt Card, and conſequently cannot be 
apoted, which he that has not twelve Cards muſt be 


Sf his Adverſary ſhould win the eleven firſt Tricks; 


having nothing to play to the twelfth, 

It ſhould ſeem at firſt, that this law is leſs rigid than 
be laft ; but when it is confidered, that he who plays 
vith eleven Cards or leſs, can prejudice nobody but him- 


i elf, he will be found ſufficiently puniſh d by riſking a 


Capo“, without having it in his power to gain it. All 
layers admit of this rule. 
V. He who begins to play, and forgets to'count 


rood in his hand; is not admitted to tell them af- 
2rwards; and he loſes all thoſe advantages. 
This law ſeems ſevere, as there is no appearance of any 
ad intention; but as he that forgets ta tell his Game is 


Players admit likewiſe of this rule. 
mit ſhewing your Point, Sequence, &c. which you 


count 


III. He who takes in more Cards than le lays. 


arte Blanche, his Point, or the Aces, Kings, 
ueens, &c. or any Sequence which he may have 


wilty of a fault, it is but juſt that he ſhould be puniſb d. 


VI. When before playing your firſt Card, you 


7 bs good, fu be ad t to comnt it aftrwvards; Br. 


prevent even theleaft abuſe. 
is to ſay, the moment you have toucked the Stock, 


bt by d 
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eee whoſe 
Point; Sequence, le. or Threes of any Sort, you did 
not allow to bs good; has a right, provided he has 
— — yd his fecond Card, to count his Game, 
was nat allowed to be good, and which be had 

not ſhown or called. 
 Þ is bit juflies; tha ke-oboſe Game vas me alloxred 


cauſe he did nat flew it, om the faith of his adver/ary-; 
a , with a bad di/ign, may abways ſay, wt Good ; 10 
on the chance of his fur gatring to ſhow it, 1 by Plays. 
Al Playors are agreed im this la au. 

VII. Fhe Deal is to be nd the fame 


manner in which it is begun, whether by Twos: or | 
; 'Fhrees, during'the-whole Party; unleſs: before ſhuf- f 


fling, you give notice, that you will Deulby Twos or 


Threes. At che end of the Party the manner may 


be changed, without giving any notice. ; 
- The ran of this Rule is obwisus; for a Player ⁊ubo / 
Anbau the Cards, and: /ces that the Third or Fourth is a ( 
goed Card, will dent by Tu or by Three, accordingly. Will . 
This is received by all Players ent ir evil coltulated te 


VIII. It is not percaitte$20-diſeurditwiee; that 


after you have diſcarded ſueh a nomber of Cards, as 


you have thought proper, you cannot take them in 
_ This law regards both Players equally. 
This, for the" /ame reaſon, is generally rerri v d. 
IX. Neither vf the two Players is permitted to 
ſee the Cards he is to take in, before he has difſcard- 
ed; for which reaſon, when the Elder Hand does 
not take in his f ve Cards, he is to fay to his adver- 
ſary, Þ take m hu e or, I lende many, 
Five dete is for ue fame-reafor, general) 


recti ved, 
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received, in order to take away the: pretence which. the 
Younger Hand might make, that he did nat ' know. the 
number of Cara bat were en, as the Elder might: * 
have taken all his Cards. 

X. He that hat laid out leſs Cards than he bh 
taken ſrom the Stock, and perceives it before be has 
turned any of them, or has mix d them with his own 
.Cards, is permitted to return what he has too much, 
without incurring any penalty ; provided however, 
that his adverfary has not taken in his Cards, ſor in 
that caſe, he ſhall be at liberty, either to play the 
Cards, or to have a freſh Deal; and if the Deal is 
played, the Card that is toa much, ſhall be mix'd 
with one of the two Diſcards, after being ſeen by 
both Players. 
This Point, which has been diſputed for à lung time, 
is at length determined azcarding to the rules of juftice ; 


Bor by this deciſion the puniſpment is mitigated ; the of- 
fender not Juffering all the rigor of him awho has too many 
Cards, not being 9 — in his ftuation ; for as be de 
clares, before ſeeing his Rentree, or even before. jaining 
them with his Game; there is conſequently u had oboe 
10 be puniſb d: Nevertheleſs, as be has committed a fault, 
it is but juſt, that he to whom the Card belongs, and 
which might have made his Game good, ſhould br left at 
liberty, to play the Cards or not. Players who. judge 
theſe Points by reaſon, and without prejudice; find this 
law very juſtly eftabliſhed, and admit it as it is. | 
XI. If he he who deals twice together, recollects 
himſelf, before he has ſeen any of his Cards ; his 
adverſary ſhall be oblig'd to deal, tho“ he has fed. 
his own Hand. 15 : 
This law is quite conformable to equity, as every one 
ought to deal in his turn ; and he that has dealed, cannot 
N 2 be 


„ee 


| Hand, that he is miſtäken; ; provided that he has 


cold, even tho? the Elder has played his firſt Card. 


ment your Point, but freely diminiſh it; if you perceive 
' that you Bae not ſo much as you firſt called; 1 am quite 


there, till you have played; except for example, one of the 


At; as a Player might by ſurpnize, diſcover to his 


| have in two Suits : Nowithftanding, if it ſhould 


D * — 


% 


ze aceuſed of any ill intention, as he diſcovers it before be 
es bis Game.” This is alſo generally receiv d. 
XII. When the Elder Hand calls his Point, or 
what elſe he may haye to count, and, his Adverſary 
_ anſwers that it is good, but finds on examining his 


not played, be is admitted to count what he has 
chat is good, and to ſet aide What the Elder has 


There are many Players that admit, you cannot aug- 


of their opinion, ' eſpecially if it ſhould bappen often Ii 
is net the ſame with regard to the Sequence, the Quatorxe, 
the Three, Aces, c. You may always recall your/elf 


Players. hu have Three Ares, or the like ; and ſhould 
aſk if T hree Kaavrs are good, in order to diſcover if the 
adverſary has Three Queens, which he might have; in 
that cafe, be ſpall not be allow'd to count what he has that 
is good.: 1t is the Jame with reſpect to a fer Teirce, 


if you call one that is much inferior. | | 
This law regards both Players, and is received e- 
weryaahive with regard to the Sequence, the Qua- 
tore, Three Aces, Kings, c. But with regaid to 
the Point, there are many Players that do not admit 


adverſary, where his Point. lies, which he might 


happen nice by. chance, it may be admitted; but if 
it ſhould happen often, you can oblige the Player to 
abide by his firſt call; the law in that caſe og 
We Ga 
XIII. He who might have Quatorte Aces, Kings, 
Queens, Knaves, or Tens, and has diſcarded one of 


them 


— 
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dem, and chnſequentiy ccunts only three Aces, 
ings, Kc. Which are allowed to be good; that 
player is obliged to tell his adverſary, preciſely, 
which Card he has layed out; We wg * 
as ſoon as he has played his feſt Card. 

» This rale is eftablifped In order to ne the ue. 
/ ſhewing the Quatorær, three AHrer, Nx. 

XIV. If it mould happen that ab pak is Falſe; 
Hat is, if there ſhould be two Tens, or any two 
ards of the ſame ſort, © or that there ſhould be a 
ard too many, or too few, the Deal ſhall be void 14 
he preceding. deal however, if ms have ging any, 

all ſtand good. > | 

This law carrits its oh Yoni a _ as s the 17 
Came at vhith aw ong Cards are allowed. © 
XV. If in dealing there ſhould come a Faced” 
ard; you muſt ſhuffle and deal again, becauſe of 
he prejudice which might ariſe. to him, to whom 
the Card ſhould belong, ag ae adrentmges 1 * 
be to his adv erfary. | 
XVI. If there fliould del ce Card in the Stock. 
de Deal ſhall ſtand good, provided i it is not the upper 
ard, of the firſt of thoſe three that belong to the 
Dealer: if thars 1 * wo faced Cards there muſt be 

new Deal: * 

"This point, 205 has Bt the” vlan, of Jo many. 
ade, 14 dicideÞ in this? rally, 9 the hf able Flay- 
155 and their renal 17 That. 1 Faced Card could nat. 
be ſeen, fill to gbom” it heliungem tool tut cave of his 

eme, in taking n int befdst It rannot be ten till after 
the di ifcards are nude, ard therrfore cannot aller br pre- 073 

udice the Ganie: Thir rule ir ferblly received by all a 
thoſe who prerenũ io the" great kan ede 97 rhe Game. 

XVII. He bi ci118* felſe, as When he fat, 1. 
have thres vf uf Ace, Wings Deriirz Tuch cs, br 
5 C Teas 
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Tens, which. Wr re, but has "06. county 
nothing he has in his Game, unleſs he corrects him- 
ſelf before he plays his firſt Card; for if his adver-- 
ſary diſcovers it, at the beginning, in the middle, or 
at — end of the deal, he ſhall not only grevent the 
other from telling, but he ſhall tell himſelt, all that 
he has good in his. Game, that the other cannot 
equal: the ſame rule holds good. with regard to 
him, who inſtead of counting Quatorze Aces, 
Kings, &c. or Threes of any ſort, counts in their place, 
what be has not ; as inſtead of Aces, counts 

Kings, ” "i? 
It is eaß to perceive, that this £8 FF 6 made 10 
funifh: the bad defign of thele, who under pretence of a 
miſtake, wh wh count what they have not, and which 
| they. might. hawe ; it being neceſſary; to puniſh that as a 
bad defign, awhich may. be ſuch ;. for the leaſt appearance 
, fraud, in is be puniſbed at playe, All players admit of 
this rule. 

XVIII. Every Card that is ſeparated, and has 
touched the board, is judged to be played; never- 
theleſs if you have played a Card to your atverſary's 
Lead, which is not of the. Suit he led, and you have 
one of that Suit; in that caſe you are permitted to 
take it up, and play one of the right Suit; for as you 
cannot renounce, there is no penalty for that; but 
if you have none of the guit led, and play a Card 
that you did not intend, you. are not admitted to 
take it again, after you have once quitted it. ory.” 
Nobady. ever oppoſes this law, for as.there is no. Trump 
2 this Game, there can be no. Renounce. 

XIX. He, who in order to ſee the Cards that. the 
Dealer bas left, ſays, I play in ſuch a Suit, and af- 
terwards does not play that Suit, which be is obliged 
to play; it depends in that caſe. on the adverſary, 

| 10 
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to oblige hit 60 play in fuck Suit us he ſhall find | 
cohvenient. | 

Thr pausen here impoſtt, is it order to prevent 
3 of font play: All Plapers ſubmit c 


this. 
XX. He who by arvidetif, or otherwiſe, turns or 


ſees a Card belonging to the Stock, is to play, in 
what Suit His adverfary pleaſes, as often as he has 
ſcen Cards; once, if there Has been only one Card 
turned; twice, if there are two, &c. 

This rule regards the Elder, who may have ſeen à Card © 
belonging to the younger Hand : for if the Younger turns 
or fees a Card belonging to the Elder, be is at liberty, 
either to, play the Cards, of to have a freſh Deal, after he 
has /een his Hand. : 

This is the point, that bas ( without doubt.) trade the 
moſt noiſe at the Game Piquet, aud about whichy the 
moſt ftilful Players, ave been for a long time divided. I 
can concei ve no reqſon, why in Provence and Languedoc, 
they condemin a man m the Grand Coup, who has turned 
or feta Card belonging to ebe Stock, All the moſt cele- 
brated Players ngrie with the judgment bert given ; and 
reaſon alone affords d ſufficient? proof v oY the juftice of 2 

XXI. He who having left a Card of the Stoc 
mixes it with his Difeard, without Hewing it to 52 
adverſary; he may oblige him, after he has named 
the Sait- that he wilt lead, to How all his Diſcard, 
He that leaves a Card, 43 at liberty, not to ſee or 
ſhew it, Provided, he does not wiſe jt with his Diſ- 
cart, = 


This laws founded in juſtice, for as 0 Hand 
has ſern the Card, the Elder hat a right * ede 


but ar be earn? ditinguiſb it from the other Cards, be has 
a right "AY * whede. Ti 57 17 generally received. 
* 82 | 


XXII. 
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XXII. Ie who takes in any part of his Diſcard, T 
or is detected in changing his Cards, or in any. other 
kind of fraud; loſes the party, and ought to be 
drove out as a 1 with Og uo one date to 
play. | 
The pun: ment here cannot be Sufficiently ſoere,. as t 
is intended to chaftiſe a _manife/t ſcoundrel, | \ 
XXIII. He who quits the party before it is f- 


5 niſhed, loſes it, unleſs ſome very great affair obliges 


Him to it: in that caſe, ic may be * off by mutual 
conſent. 

T his laav is Mabliſbed 40 prevent the abuſe, that 3 
continually creep in, by players, who finding the Party 
deſperate, would put it off, in habes of avoiding the finiſh- 
ing of it. 

XXIV. He who thinking that be has loſt the 

Game, throws down his Cards and mixes them with 
the Stock, loſes the party, tho' he ſhould find after- 
wards, that he was miſtaken ; but if his Cards are 
rot mixed, he has a right, provided, the other Player 
has not mixed his Cards, to take them up again. 

The ſame thing happens, i if towards the end of the 
Deal, a Player having two or three Cards left, 
thinks that his Adverſary has better, and throws 
them down altogether, the other party theu ſhows 
his Cards, which though they are inferior, win thoſe 
thrown down, as the Player is not allowed to take ' 
them up again, 

This law is very properly eftabliſbed 3 for W he 
avho wanted part of his Diſcard to win the Game, need , 
only throw down his Cards, and mix them with the Di/- 
card, and by that means would take in the Cards he want- 

ed. The impetuofity of him, who in the other caſe, 
throws down his Cards, <vithout being certain that hit 


ad —_— fare better, deſerves no leſs a punifoment. 
XXV. 


\ 
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XXVY If * Dealer diſcards, and takes in * Cards 
belonging to the Elder Hand, defarathie he; bad time 


to make his Diſcard, and as mix'd them with his 


oun Hand, he-loſes-the e, ifithey play to a 
hundred; or the Grand Coup, if they play the party: 
but if the Fader da Rad time to diſchrd, but waits 
for the Vounger's diſcarding, thinking himſelf to be 
the Elder, the Deal ſhalt ſtand good; and he who 
by right i is the Elder, ſhall begin the play. 

This law cannot be tos rigid, iu the firſt caſe; as his 
had intention tis manife 52 who haftens.to make hrs diſcard, 
that le may take in hit adwver/aty s fie Cards ; but in te 
latter caſe, it is preciely the fault of the Elder, who ought 
70 remember, that it is he who i is to take i in five Cards. 

XXVI. When you have or ly one Quatorze in 
jour Hand, that is good, you are not oblig'd to ſay, 
whether it is of Aces, Kings, Queens, &c. but Quz- 
torze only ; but if you might have had two, and 
have diſcarded. one of them, in that caſe you are 
obliged to name which Quatorze you have. 

This law is natural, for he that has only one Quatorze 
to fear, muſt neceſſarily know which it is ; but when there 
are two againſt him, it is different ; as there may be one 
that is good, and another that i is not. 
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QUADRILL E 
Tux MED LATE U R, 
THE F. ee 
TE MEDIATEUR SOLITAIRE: 

By Fous, by Taxes, and by Two; 
With the NEW BACISIOQONS. 

| RAKE. 

| Containizg & general Idas of the Gawt, and 
particular Explanation of the walue of the Cards, 


1 is ſurpriſing, that as QuaDRILLE has been 


now ſeveral years played, no one has yet gives 
a complete treatiſe of the Game“, which how- 
ever ſeems very neceſſary to be done, and that fo 


two reaſons : the one becauſe Quadrille has ſeveral 
| . rules 
| . th; 
| © There is a ſhort deſcription of Quadrille io a book publiſte s 
ſome years ſince, called, The CRT GAMESTER ; and whit 
ſeems to have been taken from a former imperfe&t Eition of us 
work: As to what Mr. Hoyle calls a treatiſe on the Game MWh 
uadril'e, it is in fact, nothing more than inſtructions for the bei * 


playing of thoſe, who hare already Tearned the Game ; for it 
im poffible for any one to form an idea of the Game by what is ch 
laid down, 
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rules, that are peculiar to it, beſides what it has in 
common with Ombre, from which it is derived; 
and the other, becauſe, there ate many perſons that 
play at Quadrille, who have leute y nde 
of the Game of Ombre. 

We have therefore e all the 
roles" relating to the Game; whether) drawn from 
1 thoſe of Omdre, or eſtabliſhed by the practice of the 
E. beſt companies where the Game is play'd 3 in order 

to put an end to thoſe difputes which are continually 
arifing, as almoſt every houſe has ſome thing pecuhar 
| in the manner of playing the © ate! | 

R, The Game of Quadvitie; properly ſpeaking, is no- 
rf thing more than Ombre dy ſour perſons ; and which, 
md ſay the truth, neither affords the entertainment 
or requires the addreſs of Ombre by Three; bat it 
muſt be owned at the ſametime, thatit is more live- 
nd amuſing ; whether it be that there is no Deal 
chat is not played ;or that it is more agreeable to the 
genius of our nation, which does not willingly ap- * 
ply any great attention to a Game; eſpecially the 
Ladies, who receive with pleaſure this mitigated Om- 
bre; and by preferring it to all other Games, make 
it their prineipal amuſement. Quadrille loſes much 
of its pleaſute, if the Players do not ſtrictly obſerve 
the law of ſilence; which ought to extend to the 
ſpectators allo, fora ſingle word ſpoke mal a proper, 
may be bf very great prejudice; and the m re- 

quires the utmoſt tranquility. 1 Le 

As the rules here given, are intended more for thoſe 
that have no knowledge of the Game, than ſuch 
as have already learned it: we ſhall here give in 
a few words, an account of the value of the Cards; 
which will facilitate the knowledge of the Game, 
and ſave the trouble of having recourſe to that of 

C 4 "1-0 Ombre, 
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Ombre, as many perſons content themſelyes, wit 
the knowledge of this Game only; and we ſhall en. 
deavour to do this in as clear and conciſe a manner 
as poſſible : a plain proof of what is above ſaid, is, 
the manner of playing Quadrille by three, that i 
- fometimes practiſed for want of a fourth, which is, 
by throwing out one of the red Suits 3 but we ſhall 

ſay no more here of this method, which can only be 
- agreeable to the Cadets of Quadtille, to whom it may 
ſerve as an iutroduction: however we ſhall fay mor: 
of it, at the end of this treatiſe, as well as of the 
manner of playing the Rey rendu, or King given up, 
which alſo may have its partiſans. 
We ſhall begin with giving an account of the vi. 
lue of the Cards, whether they are Trumps or not, 
which will be the buſineſs of the firſt Chapter; u 
the ſecond. we ſhall explain the common manner of 
playing the Game, and the otder that is to be ob- 
ſerved in the ſeveral parts of it 3 in the third, 
the manner of marking and paying the Game; 
ad in the fourth, ſome, examples of Game 
that may be played with , calling a King © 
without; with obſervations on the method that 
ſnould be obſerved in play: we ſhall then give: 
table of the laws of the Game, deduced from tho: 
of Ombre, or eſtabliſhed by the practice of the bel 
Players; together with an explanation of the term 
| that are proper to the Game; and in the faſt place, 
you will find, the new decifions on the moſt: difficult 
points that have aroſe, ſince the commencement oi 
the Game, and from whence the laws 1 in thoſe caſe 
wo OE” | 
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N- : | 

5 Of the Value of the CAAD 

0 There is certainly nothing that embarraſſes the 
1,88 Player ſo much at firſt, as the order of the Cards, 


he cannot conceive why the Seven of Hearts, 'or Dia- 


be monds, or the Two of Spades or Clubs, are ſome- 
times the ſecond. Cards of the Game, and ſome- 
on times the laſt: but be will readily ſee the reaſon by 
the reading with a little attention, the following tables; 


in the firſt of which, the Cards are placed according 
to the ir natural value, and in the other, according to 


vi the renk they hold when Trumpf. 
of, „ z Naa 
* The Fit T A B L EB 
| | . , - . , 4 f 5 I = 


| J 

In which the CAD are glaued 'attording to tbei- 
natural Value. ö Aenon 

Hearts and Diamonds. Spades and. Clubs... 


5 KINGS , KING. 
Tür QUEEN. 
AA. KN VE. 
ve 4 AC E. 8 E V. E N. 
* T W 0. 18 l. K. 
bet T H REE. II 
81 7 OY Bru F O U R. 
act, FIVE THREE. 
cu 3 1 X. eee we 
at o SE VEN.” ++ ? [ * bor 7 371 
204 
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, You. ſee that there is no mention made of the Ace 
of Spades or Ace of Clubs; the reaſon is, that 'thoſe 
two Aces are always Trumps, in whatever Suit you 
play. The Ace of Spades being always the firſt, 
and the Ace of Clubs the third Trump: as you 
will ſee in. following table. . i 
C5 The 


- _— — 
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Is which the Carxvs are ranked according te their 


' Hearts and Dian. | Spader and Clubs 
SFADIL I, $PADI LL 
MANTLE MANI E f. 
. — 13 S413, 103197 A « & < 
Tue Seven of Hearts | The Two of 8415 
or Diamonds, | or CL Us. 


BASTO, | BASTO.- 
The A F Cruns: | ;. i... 
8 > & os v6. - „ 
Th le of HZ AA 


' 


or Diamonns. W 
Kanne KI Vo. 
Qu.. Quart 
K AVW. KN Av. 
TWo, 5 * 1 SVEN. 8 
Tarts C n 
Fon. bs A Five: | 

e Foo n. 

8 * _ 0.5. Tux zZ. 


VFou ſee that Mere are only eleven Trumps is black; 
and twelve in red; and you fee at onde, that this dif 
ö ference ariſes from the two black Aces; which being 
always Trunipes are equally uſed in red and black, 

| which avgments the red Suits dy one Tramp. 
br ate of Spades is always the firſt; and the 44 


of cht the third Trump; there is conſequently : 
1 — 69919 them, which it called Mall, and 
| is in black the Two, aud in red the _— 


— 
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W 


which are the ſecond: Cards, when they are 
and are the laſt Cards iu their reſpective — 
when they are not Trumps :: for example, the T 
of Spades is the ſecond Trump when Spades are 
Trumps, and the lowelt Card, when Clubs, Hearts, 
or Diamonds are Trumps ; and ſo of the reſt. 

The Ponto is the Ace of Hearts or Diamonds, 

1 which are above the King, and the fourth Trump 
on the Cards, when either of thoſe Suits is Trumps, 
but are below the Knavef and called Are of Hearts 


5 


is always ſuperior ta the Three 3 the Three to the 


Six, but the Six is not ſuperior ro the Seven but 
when it is hot Trump fot as we have faid; the Se- 


eond Tramp. 
here are dd Spadill, NManill, and 


Baſto. The privilege af 4 Mader ie, that when 
you have no other Prumps bat them, and Trumps 
are led, yow are not obige wplay them, but may 


e that the Trump led; is of as inſeflor rank, in 
vhich-caſe you ure not obliged to play Manill, or 
Baito, even the Spadith ſhout” have beew played 
on the inferior Trump ri led; but if Spadill was led. 
de that has Manill of Baſfto' only, is: to play 
ny iti» he fame of Bafto with gegutd to Manill, 
| the faperios Miadator' always forting the infe- 
rior. Tho there art properly only chtes Matador, 
| nevertheleſs} — *ich uo the three 
| ark withont;interraption; ate likewiſe called Mata- 
dors: but it ib tlie three faſt only, chat enjoy the 
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or Diamonds, when they are not Trumps, [as jou /ce 
in the Tal le. Te Pwo of Hearts or Diamonds 
Four; the Four to the Five ; and the Five to the 


ren then becomes , aac confequenely is the | 


play that Card you think proper, provided how- - 


yon ofwhichwe have been (peaking]You will | 
ſes 


— 
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| ce the number of the other Matadors in the ſecond 
; .table, by the order of the Cards. when they are 
'8 Trumps. 
: So much may ſulice- for the order of the Cards; 
we ſhall now ſhew the manner and order Was is o 
be obſerved in paying . 5 


e 


CHAP. I. 


Of the Manner of ene 17. Ok 
der that is to be obJerved in drawing for the Place,, 
and in dealing the Carus; of the Stakes,. and of the 
Manner. of Speaking ;* of playing-with Calling, and 
without ; Of the Baasr, the Vol r, GC. 


A 


HE name QuAbAII II, which this Game bears, 
ſhews that it is to, be played by four perſans, 
The number of Cards made uſe of is forty ; which 
are the remains of a whole Pack, after the four Tens, 
Nines and Eights, are thrown out. 2 
It will not be improper, before we proceed further, 
to ſhew the manner af making the Trump. 
he Trump is made by him that plays, that is,. 
- +a who plays with or without calling, by nam - 
ing Spades, Clubs, Hearts, or Diamonds; and the 
. | Suit named becomes FTrumps: and you will ob- 
ſerve by the way, that if he who names the Trump 
mould miſtake, that is, if he ſhould ſay Spades 
[He of Clubs; the Trump ſball be Spades, tho 
8 
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bis Suit ſhould be in Clubs ; and if he names two 
uits, the firſt named ſhall be the Trump. eo ag 
takes being rigoroully puniſhed at This 
It is proper alſo to repeat here, that this ee 
tho” very diverting, becomes inſipid, if talking is 
once . to > enjoy therefore the true pleaſure 
of 
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of the Game, the leaſt ward . ought not to be faid, 
that can any ways affed it 3 every one playing ac- 
cording to his own fancy, and as he may judge con- 
venient for his Game. 

You fare not to demand Gena ., or to encourage 
your friend to play 3 he whoſe turn it is to play, 
ought to know what he has to do. 

It is proper to obſerve here, that it is an eſfablih- 
ed rule, in order to avoid a rr ceremony, 
that in drawing for places, he who comes in laſt 
draws firſt; ancł ſo of the reſt. 

The Sakes con ſiſt of ſeven equal Mili Y or Con- 
trat, as they are ſometimes called, compriſing the 
ten Counters and F iſhes, which. are given to each. 
player; each Mil is equal to ten Fiſh,, and each. 
Fiſh to ten Counters: the Fiſh is valued at'as much 


on the Players,. who ſhould meaſure their Game, AC- 
„„ cording to what they chooſe to win or loſe. After 
having drawn for the places, ſeen who is to deal, 
agreed on the value of the Game, determined t 
number of Tons , which are commonly fixed. at: 


a Car@: he who is to deal, the Cards being cut to 
him by the Player on his left hand; deals to each 


ion; but he muſt not deal them By one or two, as. 
ome players ignorantly pretend. | 

If there ſhould be found too many or too few 
ards; or that there are two Cards of the ſame 


fort,. 


„ee erde es eps Chats nde 
Þ See the diRtionary. . See the dictionary. | 


ten,, and are marked by turning the corners of 


Player ten Cards, by twice three, and once four | it | 
is the ſame- whether he begins with. four or gives 
them the ſecoud time, that being at lis own diſcre-. | 


or as little as you pleaſe: that depending entitely 


| 
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fort, as two Sixes of Hearts, for example, there muff 
be a new Deal; provided it is diſcovered before 
© the Deal is fnitked ; for if the Cards ate all play. 
ed, and you Have paid, or cut for the text Deal, it 
muſt ſtand good, as well as any preceding ones. 
There mult likewife be a new Deal, if there is a 
2 Card turned in dealing, whatever Card It is, as it 
might be of prejudice to him that ſhould have it; 
mere being no diſcard to be made: for 4 Rill ſtrong: 
er reaſon, if there mould be ſeveral Cards turned, 
There is no penalty for dealing wrong; 5 he who 
2 fo, muſt only deal again. 
got his ten Cards, he that 
he on the right hand of the Dealer, after examining 
His Game, if he finds he has a Hand to play, aſks 
Ii they play; or if he has not a good hand, he pal- 
| ſes ; and ſo the ſecond, third, and fourth, All the 
four may paſs ; but as there is no Deal that 3 is not 
to be played, he that has Spadill, after having ſhewn 
or named it, is obliged to play, by calling a King. 


Whether the Deal is played in this manner, oi ©: 

chat one of the Players has alked leave; no body d 

_ || chooing to play without calling; after he has nam. r. 

ed his Suit, and the King ke calls, the Play i is be · + 
| gun by him who is the eldeſt Hand; he who win 

the Trick, plays another Card, and fo of the rel © 

-| till the Game is won or finiſhed, They then cou l 

their Tricks, and if the Ombre, that is, he w. p 

| ftands the Game, has, together with him who is t ! 

| King called, fix Tricks, they have won, and ai »! 

: paid, the Game, the Conſolation; and the Mats th 

dors, if they have them, and divide what is upon the 0 

| or 


Game, and the Bſaſts, if there are any. 
But if they make only five Tricks, it is a Remiſ 


and they * what goes ee eder and 
bi $13 [ Pi] 


\ 
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Ye pay to the other Players, the Conſolation aud the 
y- WE Matadors. If the Tricks are equally divided be- 
it wirt them, they are bfafied in the ſame manner; 
and if they make only four Tricks between them, it 
s a WM i; a Remiſe: if they make leſs, they loſe Cadill ; 
$ it and in that cafe they pay to their adverſaries, what 
it; ¶ they ſhould have received if they had won; that is, 
g the Game, the Conſolation, and the ton. if 
ed. Wi they have them, and are bfaſted what is upon the 
ho Game: they who win Codill divide the Stakes, 
The Byaſt; and every thing elſe that js paid, is 
hat I paid equally betwixt the two loſers; one half by 
ing him that calls, and the other half * him that is 
called; as well in caſe of a Codill, as a Remiſe; un- 
al. teſs the Ombre does hot make three Tricks; in which 
caſe he who is called is not only exempred from pay- 
ing half of the Baſt, but alſo the Game, the Conſo- 
lation, and the Matadors, if there are any; which 
the Ombre in that caſe pays alone; and as well in 
caſe of a Codil as a Remiſe: which is done in or- 
der to oblige Players not to play Games that are un- 
reaſonable; | 
yau muſt make four FrieksynotHobe beafcd alone. 
There is nevertheleſs, one caſe, in which, if the 
Ombre makes only one Trick, he is not bfafted a- 
lone, and that is, when not having a good hand, he 
paſſes; and all the other Players having paſſed like- 


wiſe; he baving Spadill, is obliged we play: 


three or four Tricks; in this caſe therefore, he that 
is called pays one half of the loſings. He there- 
fore that has Spadill with a bad Hand, ſhould paſs, 
kn if he 18 afterwards obliged to play, by calling 
ding, which is called forced Spec, he may net 

* faſted alone. . * 
e 


— 


which eaſe jt would be unjuſt to oblige him to a 18 
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He that has once paſſed, cannot be admitted to 
play; and he that has aſked leave cannot refuſe to 

play, unleſs any one ſhould offer to play. withou 
"calling. * 
He that has four Kings, may call a Queen to 
one of his Kings, except that which is Trump, 
He who has one or more Kings, may call one of 
thoſe Kings; but in that caſe, he muſt make fir 
Fricks alone; 3 and Ae grey n or loſes 
alone. 

It ĩs not qmiited to call the Ring of that Suit, 
in which you play. 

]- 'Yow are not to demand Gano of your friend, nor 
ere him to play. r 

No one ſhoyld play out of his turn, but he i is not 
boaſted for ſo doing. 

He who not being eldeſt Han, and having the 
King called, plays Spadin, Manill, or Baſto, or even 
the King ealled, in order to ſew that he is the 
friend, having other Kings that he fears the Ombre 
ſhould Trump; ſhall not be allowed to go for tlie 
Vole; he ſhalt even be bfaſted, if i it appears to be 
done with that deſi gg. 

Vou are not permitted to. ue your Hand, though 
you have already won CoditF; that it may | de ſeen 


| |-wbewher the Ombre is beafted alone, 
If the Ombre or his friend ſhew their Cards, be- 


fore they have made fix Tricks; thinking that they 
have made them, and there appears any poſſibiliry of 
| [preventing their making them; the other player 
| [can oblige them to play Thane Cards, i in ſuch manner 
4 they chooſe. + 

When you play without e 5 King, you need 
ty name your Suit, 14 


92 .iJ 


e wow 


r ime he of 


_ __—_—— tw — 1 


% 
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He who plays without calling, muſt make fix 


Tricks alone to win; for all the other Players. 
Tricks are united againſt him, and they are to do 


— er een 


by their utmoſt to prevent his winning 

He Who plays withbut calling, is admitted to 
oo ply in preference” to tim who would play with; 
. WH however, if he that has aſked leave, will play with- 
N out calling, be has the preference of the other that 
ca 041d force him: and theſe are the two methods of 
Play without calling, that are called forced. 


He who plays without calling, as ke does not di- 
ride the winnings witk any one; ſo When he loſes 
he pays all by himſelf: if he loſes by Remiſe, he 
is beaſted, and pays each of the other Pleyers, the 
Conſolation, the Sane-Appetter; omar tt-incommenty, 
eee, the ſans prenurr, and the Mata- 
dores, if there are any; if he loſes Codill, he is in; 
like manner bfaſted, and pays to each Player what! 
he would have received from him if he had won. 
eu They who win Codill divide whar there its and if 
th: re are any Counters left, they belong to him of 
the thiee who ſhall have Spadill or the higheſt 
Trump the next Deal: it is the ſame with regard to 
kim who calls one of his own Kings, he wins alone, 
or loſes alone, as in the other caſe, except the Sans 
appeties, which he does not pay if be loſes, or re- 
ceive if he wins, although he plays alone. 4 . 
lle who plays Sans Appelcr, though he may have / 

a ſure Game, is obliged to name; his Suit, which; if | 
be neglects to do, and ſhews down his Cards, and 
ſays, I play Sans Appeller; in that caſe, either of 2 
the other Players can oblige him to play in what Suit 
be pleaſes, even though hee ſhould not have. one | 
Trump in that Suit. 5 

He 
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| He who has aſked leave, is not admitted to play 
Sans Appeticr unleſs he is forced ; in duch caſe, 2 
was ſaid before, he has che n of the other 


[ that forces him, 
vou axe notobliged — 5 rao 


of the Suit led, nor to, play a higher Card ia that Suit 
If You have it, beingat 3ourownlberty, even thong 
you are the laſt Player, and the Trick ſhould belong 
| to the Ombre; but you are obliged to play in the 
Suit led, if you can, otherwiſe you renounce. 
He who ſeparates a Card from: his Game, and 
|Hews it, is obliged to play it, if by not doing it, 
1he Game may be prejudiced, er if it tan givt any 
_ intelligence to his friend; but eſpecially i it Mould 
be a Matador, He who plays Sans Appetier, or by 
calling hi mſelf, is not ſubject to this law. . 
. It is permitted to turn the Tricks made by the o- 
ther Players, and to count what has been played, as 
often as it is your turn to play, but not otherwiſe, 
He who inſtead turning a Player's Tricks, turnt 
and ſecs his Game, or ſhews it to the other Players, 
4s deaſted, together with him, whoſe Cards he turn- 
| dz, each of them payiug one half of the Bfaft, 
He who renqunces is biaſted as often as he has re- 
nounced and. it is perceived.  _- 
In order to make a Renounce, the Trick mult be 
turned. If the R2nounce is diſcovered before the 
Deal is finiſhed, and it has prejudiced the Game; 
| the Cards muſt be taken up again, and the Game te- 
Played, from that Trick where the Renounce was 
made; but if the Cards are all played, the Bfaſt i 
Kill made, but the Cards muſt not be replayed ; ex- 
cept there ſhould be ſeveral Renounces in the ſame 
Deal, for then they are to be played again, unlel 
Aa Cards ſhould be mixed, y 


ERTE are Has > 


-—4 83 r Ae 


— 
—— 
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If there are ſeveral Bfaſts made in the ſame Deal, 
they all go together ; unleſs it is er agreed 
at the beginning of the Party. 
When there are n WN the beet, always 
goes firſt. 


you play Sans Prend: or with. _ aſſiſtance of the 
King you call. 

The Vole is paid ad as you have agreed, 
and only takes up what is upon the Game ; having 


To make the Vole, is to win all the Tricks, when 


” nothing to do with the Byaſts, which do not go, 
bY The Vole is undertaken, when playing either 
* with or witheut calling, after having won the firſt 


Vole, you pay what you would have received if you 
had won it. 


1 don't make it, draw the Stakes, and are paid che 
of Game, the Confotarion, the ſans Prend, if it Þ UE» 
and the Matadors, if there are any. 

wy Although the Vole is undertaken, it is not per- 
n mitted. as it is at Ombre, to fee your friend*s Hand. 

The Vole can't be undertaken, if the King called 
has not been played. n 

He who plays forced Spadill, cart pretend to the 
Vole: when the Vote is undertaken, it is then, * 
bove all times, that filence hould pe obſerved. | 

Nothing muſt be faid or done; that can in the leaſt 
induce the friend, either to undertake or to deſiſt 
from the Vole ; you are only to wait, till he who is 
to undertake it, either plays a Card, dr throws 
down his Game. 2 4 
here the 
Inc 


- 
'28 


the Gas 


aner ff genera of 3 * TT | 
Tree able of Jaws, { 


fix Tricks, you play down a' Card. If you loſe the 


He or they who having undertaken the Vole,; 


8 
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C . of this treaties, theſe matter; ully 

explained, N which therefore vg nave recourſe, 

in ſuch points, as ray not- f _— preciſely deter- 

mined, yy N * f 
let uu ſee the manner of — and paying 
d ame. * o TRE ns 
n x H A P. n. 


Of the * 1 MaxzinG, and. paying the Gare, 


| E Who deals marks the Game, by placing a 
* Fim before him. Each of the Players puts 
| down a Counter, every Deal, which are paid'to 


Counters are added to the BFaſts that are made. 

If there is a Bfaſt, it goes with the Stake and the 
Game, that eac Player pays; he that deals ne- 
| yertheleſs, puts down a Fiſh before him: ſo that the 
firſt Braſt being fourteen, as it always is, the ſecond 
muſt be forty 9 and third fifty ſix; for one Rlaſt 
made on another, cannot be more than fourteen 
Points: which is the number by which the Game is 
 nugmented ; that is ten for the Fiſh, which every 
| Dealer puts down; and four for each Player's Coun- 


the firſt Bfaſt made, is drawn by Remiſe; datt 
fourteen, and the ſecond is forty- two. 
If the Deal in which the firſt Baaſt is made, is 


| ty-eight, for the fourteen that the Codill has drawn, 
is not to be included; as no one can loſe more at 


following Table, the amount of the ſeveral Blaſts 
| that are made, 


TABLE. 


them that win; with the Conſolation; and theſe 


ter z unleſs the ＋ is doubled, as is the caſe when 


drawn by Codill, the ſecond Bfaſt can be only twen- 


this Game, than he may win. You will ſee by the 


„ 


e 3 _ CO 


2 * RI LE. 98 


1 A B L: *. 
Ff ＋ 
"a | 42 56 2 | , 
LETTE DE 33 I 
84 98 112 | 126 
eie r 
140 | I54 168 182 8 
13 IIe 9 
— | 310 4 238 1 41 | 


If the firſt Deal a Blaſt is made, is drawn by 


Codill, A aries woe. TanLs: 324 5 
Fuer * 
E 28 2 | 56 


F 
N 1 182 4:2 196 — 1 224 2. . $5201 
71 £574 $45 2 7 a | 
To: afe _ this Table whit you play the double ; 
Came, you need only double the number of the 
dqaſts, in the order that they are made, 
The Game; as we have ſaid, is a Counter for e- 
ery Player every Deal: ſo that if there are ſeveral 
Remiſes, there will be as many Counters as there are 
Remiſes : which thoſe that loſs pay, either to them | 
hat win, or to them by whom they have loſt Codill: 
or when it is only a Remiſe, the Game is not touch- 
d, and they pay . 
ind the Wund iat is one. 5 


1 DDP. — = 


have paid if they had lost it; 
is upon the Gene. 
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The Conſolation is two Counters, which are paid to 


' him or them that ſtand the Game if they win; or is 


paid by them if they loſe, whether it be by Remiſe 
or Codill; the Matadors are in like manner paid a 


Counter for each Matador. | 

Although there are properly only three Matadors, 
which are Spadill, Manill, and Baſto; yet their num- 
ber is augmented, according to the number of 
"Trumps that follow them without interruption; and 
they are paid, a Counter for each; as well in win- 
ing as loſing. 

The Sans Prendre is commonly paid, the half of 
what is fixed for the Vole ; ſo that it is five Counters, 
which thoſe that loſe pay to them that win; or he 
that loſes, to them by whom he loſes; whether it be 1 
by Remiſe or dt.. 

.Obſerve, that the Sans Prendre, and the Matadors 
are to be demanded before the Cards are cut for the 
next Deal ; or otherwiſe they are loſt, except in the 


caſe n e in the deciſions: ſee the article of 


Sans Prendie and: Matador. 

The Bfaff, the Game; and the Conſolation, are not 
conſined to time, but may be demanded ſeveral 
deals after; however, you cannot recall any miftake 
that may have been made in counting the Byaſts, if 
the Deal, after that in which. the miſtake was made, 
3s finiſhed. eee 


Be- 
They who va Codiu, receive whar they e 


The wines Codilh, divide berweon them, what 


The. Vel is paid by seie wude W ten 
Counters, either to them thao wia it o by them that 


* dl. 


W 9 it, do not mals it and ic ĩs paid 
= double 
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double to him or by him, who wins of loſes it, when 
he plays Sans Appeller. The Matadors, the Sans 
Appeller, and the reſt of the Game is paid as uſual. 
e laſt Tour is commonly played double; unlgfs' 
they adxceto play ſingle: to play double, is 2& put 


„don dodble, and to pay doudle; for the Game, the 
. e he ge the ay 2 ud and the 
| Vole, | 1 


1K. e 


Thoſe who love to play 
me double Game, Zak wile ea very conſider- 
„, able augmentation, in the Byaſts and the Game, 


It mains, that we give ſome examples of 
Games that may be played, either with callity, or 
withgut, which . be the buſineſs of the n 


CY Ipter. 


wn 


Examples if Gante that may be played with and Withe | 
|. 41 ba out' calling & Ring. | * 


-LTHOU GH it is: by practice, der the 
knowledge of what Games are, and re not to 
to be played, is to be obtained; it will not be im- 
proper however, to ſet down here; for the uſe of the 
\ WW leaner, ann 
ule played. 
| It is a general tale, and ſhould be the foundation 
(hat of all others; that when you: call à King; you ſhould 
| have three ſure Irics in your Hand; that you 1 
not be beaſted alone. ee Games, Bor- 
ever are to be plared. 


- Games 
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Gauzs 18 RED, THAT, OUGRT,'TO BE {PLAYED 
Jani, Baſto, King, Queen, and Six of | Hearts 7, 

4200 Spades; two Clubs 3 Diamond : a _—_ 

the King Diamond. 
You ſhould remember, chat you are to > call that 

King, in preference, to Which you have only one 

ruft (or ſmall Card) becauſe you are then in Regle, 

(that is, you are in courſe to Trump the return of 

the King called) and af you have only one Fauſſe in 

red and black, it is better to call the red King, be- 
cauſe as there is a Card more in the red Suit, there 


is leſs danger of being over-<trumped, on the return. 


If you have an equal number in each colour, you 
ſhould, if. you .have a-Queen, call a King to it,' as 
by ſo doing you make your Queen good. You may 
| likewiſe play Spadill, Ponte, Knave, Two and Three, 
a Queen guarded ; and three of another Suit : by calling 
the King to your Queen. You may alſo play, | 
Manill, King, Qucem, Kunde and Four, with a King; 
y calling to that, of which you have the leaſt. 


'You are to trump out with your Knave, if you are 


| the firſt Player, before you Knom who is the King 
called; it is always advantageous to lead Trumps, 
eſpecially when you have Kings and good Cards, 
becauſe the Trumps: being uſually ſeparated, your 
Kings and Queens will paſs afterwards much better. 
It is alſo-right, to lead Trumps when the King has 


not appeared; becauſe forthe moſt part, ybur adver- 
ſaries not knowing who is the King, take the one 


For the other. {3 54 enn ba: ? = fo 
It is a general mier that nin the Ombre jabs 
ſmall Trump, before his King has' appeared; never 
to take it but with a middling Trump; that you 
may not oblige your friend to Over-trump- you if 
Jou are the * called, the caſe is different, for 


* then 
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then you are to put on the beſt Trymp you have, in 
order to ſupport the Ombre's Game: 


Spadill, Manill, Queen and Knave; may likewiſe 


be played, by calling the King that is moſt conveni- 
ent for your Game. 


Gants in Black, that are to be played. 


Baſto, King, Queen, Knave, and Six, by calling a 
King to that Suit in which you have the leaft : you 
muſt obſerve to be in Regle as often as you can. 

Likewiſe, Manill, King, Queen, and Six, with a 
King; ſtill obſerving what is before ſaid. 

You may alfo play, Spadill, Quern, Knave, Six and 


Five, with a Queen guarded; to which you call the 
the King. 


In like manner, King, Queen, Krave, Seven, Five, 


and one King. 


There is an infinity of other Games that may be 
played, which it is impoſſible to ſet down here: it 
mult ſuffice therefore, to repeat here, that it is not 
prudent to play without three ſure Tricks, or even 
four, if you would play a ſure Game, as you ougkt 
not to depend on the King called, for three Tricks. 

The Sans Prendre demands attention ; ſeeing that 
he who plays it, far from being aided by any one, 
has all the other Players united gainſt him; ſo 
that he ought to be ſure of the fix Tricks, he is to 
make to win. There ſhould he no great dependence 
placed on Queens guarded. The following —_— 
may be play'd in red, Sans Prendre. | 


Saxs PrExDae, Games that may be played in red. 


Spadill, Manill, Ponto, King, Two and Four, with 

a King, If you are eldeſt, you ſhould play Trumps 

three times ; by Spadill, Manill, and Ponto: In 
4 1 


x, 
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order to fetch out the Trumps ; that you may not 
be over-trumped, or loſe your King, 
+ You are to obſerve, that if you are not eldeſt, but 
in Cheville, that is, when you are betwixt the eldef 
and Hand and the Dealer, and the next Player after 
you having played a King, plays to you again in the 
ſame Suit in which you have a Renounce ; you are 
either to win it with your Fauſſe, or Trump it with 
Ponto or the King, in order to be ſure of the Trick, 
or to force the Baſto; if you win that Trick, or the 
following one, you ſhould Trump out, as was ſaid 
before, 
You may play alſo Sans Prendre, with Spadil, 
Manill, Baſto, Krave, Four and Five; that js, thru 
Metadors, fix Trumps, and a Knawve and a Queen of th 
Same Suit : I ſay of the ſame Suit, becauſe that is a; 
good as a King. You will likewiſe have two ſmall 
+ Cards, either of the ſame, or of different Suits ; if 
they are of different Snits, and after the King of one 
of them has been played, the ſame Suit is returned, 
of which you have none, you ſhould throw away 
that Fauſſe, which will make you a Renounee ; afte: 
- which, if it is played a third time, you ſhould Trump 
it with a Matador, and play Trumps about, three 
times, which will naturally bring out all the Trumps: 
after which, if they don't play in the Suit, in which 
are your Queen and K nave, you trump and play one 
of the two, reſerving a Trump to bring you in; and 
then play that of the two which remains, to make 
your fixth Trick, 

You may likewiſe play, Manill, Baſto, Pont, 
King, Two and Three, and « King: that is, four 
| falſe Matadors, fix Trumps, and a King: they art 
called falſe Matadors, when Spadill is wanted ; you 
mould on the return, Trump with a falſe Matador, 


lt 
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in order not to be over-trumped ; ; and then trump a- 
bout. 


You may alſo play, Manill, Ponto, King, Queen, 
Tao, Four, and Five with a King, 


It is principally to be obſerved, at the Game of 
Quadrille, eſpecially at the Sans Prendre, that you 
are to trump about as often as poſſible ; the ſituati- 
on of your Game however, muſt determine when it 
is proper ſo to do: for if all the Trumps ſhould 
be in one Hand ; it muſt be the ſtrength of the Game 
that muſt regulate the manner of play: for it is by 
good ſenſe, joined to experience, that things of this 


nature are to be determined, | 
Games that may Le played in Black, Saxs PrenDae. 


As there is a Trump leſs in black than in red, you 


may play a fmaller Game. You = therefore play 


the following Games : 

Manill, Baſto, Queen, Knave, Six and Five, a 
King, and a Queen guarded: As likewiſe, Spadill, 
Manill, King, Seven, Five, and Four; with a King, 
or a Quten and Rnave, of the ſame Suit, You al- 
ſo play Manill, King, Queen, Knave, Six, Five, 
Three, and a King. And likewiſe, Spagill, Manill, 
Bafto, Quern, Seven, and a King. 

You are to obſerve, that on the returns, it is not 
prudent to trump with ſmall Cards; unleſs the 
Game is ſo ſituated, that you are obliged to do it to 
win. We muſt repeat here, that the moſt uſual, and 
the ſureſt method of playing Sans Prendre, is 
to trump about as often as poſſible : taking care at 
the fame time, not to hurt yourſelf, by endeavouring 
to weaken your enemy. 

There are numberleſs other Games, that may be 
dla Sans Prendre, in both colours ; but the 

J = point 


le fo Be. obo bo 1 
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point — to be kept in view, is, the neceflity of 
making ſix Tricks, maugre the united efforts of your 
three adverſaries. The Routine of play muſt teach 
rel. 8 


Tus R O 7 RENDU, or, Kina GLVEN UP, 


This-method of playing Quadrille, differs from 
the common one in this; that he who has the King 
called, may give it up to him that called it, who in 
exchange muſt give him a Card from his Hand. 

This Game, which is much in uſe in ſome pro. 
vinces, is principally intended to prevent the play- 
ing of ſmall Games, which takes away much of the 
pleaſure of common Quadrille, and makes this me. 
thod of playing it, though more difficult, have many 
partiſans, eſpecially among the men who are better 
pleaſed with a ſerious amuſement, than the ladies, 
who find more pleaſure in common Quadrille, where 
there is leſs reſtraint. 

The difference between this and common Quad. 

rille, is contained in the following rules. 
I. He who has the King called, and not a good 
Hand, may give it up to the Ombre; who is to give 
him in exchange ſuch Card of his Game as he thinks 
proper ; -all the other Players having a right to ſec 
the Card changed, 

II. He who baving the King called, and a good 
Hand, and gives it up in order to make the Ombre 


loſe ; is beaſted, without the Ombre's being exempt lr: 
from making it alfo, if he does not win the Game; tak 
to do this, the King called ſhould have three ſure tha 
Tricks, ] 

III. He to whom the King is given up, is obliged bre 
with that help, to make ſix Tricks alone; all the o- 


IV. As bas 


ther Players being united — him. 


ir 


IV. As he does not divide with any one when he 
wins, ſo he pays all by himſelf when he loſes. 

V. The King cannot be given up to him that 
plays forced Spadill, as at common Quadrille; which 
is the ſame as this, in all other reſpects. 

There are ſome academies where they play the a- 
bove Game by rendering the King by obligation ; 
that is to ſay, he who plays, always plays alone; 
and the laſt player if all the reſt have paſſed, by 
calling a King which 1s given him up, or Spadill, 
as 1s agreed, 1s obliged to play. 

There is ſtill another Game played, which is call- 
ed, (tho* improperly) Quadrille, ſeeing that it is 
played by three perſons ; uevertheleſs as it follows 
in all reſpeRs the laws of Quadrille, it is not im- 
proper to make ſome mention of it, 


New Additions to the GauE of QUapRILLE. 


If he that is called is elder Hand to the Ombre, 
and has only one Fauſſe, and one ſmall Trump, he 
ſhould lead the Fauſſe, that he may make a Trick in 
that Suit when it is played again. 

If he has a Matador with one ſmall Trump, he 
ſhould lead the King, to make himſelf known, and 
then the ſmall Trump, which is a token to the Om- 
bre that he has a Matador ; for which reaſon he ſhould 
take it with a good Trump, and lead a ſmall one, 
that the King may make. | 

If he that is called is younger Hand to the Om- 
bre, and to play firſt ; he ſhould lead a ſmall Trump ; 
becauſe the Ombre will take it, and lead to his 
King, which wins, and he leads a ſingle Fauſſe if he 
N it, or trumps out with Matadors, if he has any, 
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or elſe plays a King and Queen, if he has them; not 
returning the Suit of the King called, but when he 
has nothing elſe. You are to obſerve, at the fixth 
Trick to lead a Fauſſe that the Ombre trumps, ard 


ſo may have it in his power, to undertake the Vole, 


if he has Cards ſufficient. 

If the King called is in Cheville, he ſhould lead 
his King, and then play a ſingle Fauſſe, if he has one, 
or trump with a good Card, or elſe return the Suit 
of the King called. 

When you are called, and have a King and Queen 
in the ſame Suit, you are td play them if you have 
no Matadors. 
When you trump a Suit that has been twice led, 
you ſhould Trump with your beſt, 

When a Fauſſe is led in a Suit you trump, don't 


reſerve your Baſto, but put it on; for fear the Om- 


bre or his friend, ſhould have the king of that Suit, 


| You fee the reaſon why thoſe who are not called 


ſhould lead their ſmall Cards firſt, or the Queen to 
which they have the Knave: many Players when 
they are called, lead Manill or Baſto at firſt ; but as 
a Player that is not called may imitate them, it is not 
proper ſo to do; and in that uncertainty, it is ad- 
viſeable for the Ombre to win it. 

You muſt obſerve, what Suits have been led twice, 
and not lead them again, unleſs your partner waits 
for that Suit. 

You are never to lead in the Suit in which your op- 
penents have led a Fauſſe, nor in the Suit of the 
King called. 

You ſhould throw away the Fauffe when you have 
the King, and keep a double guard to the Knave of 
the Suit that has not been led, and you have reafon 


i to believe that the Ombre has Fauſſes in that Suit. 


When 
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When you are called, aud the Ombre renounces in 
he Trumps, you are to trump out, as long as you have 

any. : 
= If the Ombre plays Sans Prendre, and you are 
elder and firſt to play, you ſhould lead in that Suit 
of which you have moſt, unleſs you have a King and 
ad Queen of the ſame Suit; for if you have Kings on- 
ly, you ſhould wait ; leaſt the Ombre ſhould make 
the Queens of thoſe Suits. | 

But if on the contrary, you are younger than the 
Ombre, and have a fingle Fauſſe and a Trump, you 
muſt lead them, and if the Fauſſe paſſes to the King 
above the Ombre, he ſhould lead it again ; but if to 
4 bim that is below the Ombre, he ſhould lead another 

Fauſſe. 

1 When the Ombre plays Sans Prendre, you ſhould 
m. obſerve, what he trumps, and lead that Suit always, 
i, v conſume his Trumps, and preſerve thoſe of the o- 
od tber Players, that they may over-trump him; you, 
ore to judge of his Fauſſes, by the King that he 
Trumps. And you ſhould reſerve three or four good 
Cards, in that Suit of which you ſuppoſe he has Fauſ- ” 
ſes, and may have the King, and not throw away 
d. chat Suit. 

When you are not called, and are above the Oma 
bre, and ta lead firſt, lead a ſmall Trump, if you have 
one only, or a Fauſſe, tho it is a Queen, if you have 
no other of that Suit; or a Fauſſe to which you have 
the Queen : or a Queen to which you have the 
King ; or a King to which you have not the Knave ; 
for if ye have, you ſhould lead another Card, and 
wait for that Suit, in order to make two Tricks; for 
by taking the Queen with the King, you make that 
Knave good. 

D 4 You 


© evadrrlss 


You ſhould throw away the Knave and the Queen, t. 
when you have the Ace and Two in red, or Seven h 
in black, and that Suit is led, for otherwiſe, you ll + 

ſhould reſerve three of them; unleſs the Ombte b 
trumps that Suit. : h 

If you are not called, and have ſeveral ſmall * 
Trumps, or ſome Matadors, and you are elder than 
the Ombre, and to lead ; you ſhould lead one of 
your ſmall Trumps, even tho' you ſhould have only 
oue ; if you have two Cards of each Suit, you ſhould 
lead that Trump, 


When you are to lead, and have Spadill ; and Baſto, 


you ſhoutd lead another Card, and wait, im order to : 
take Manill with Spadill, and make Baſto good; and F 
ſoof other Cards, as King and Knave, when the Queen n 
is not played; and other Trumps : and likewiſe at b 
the end of the Game, if you have the Seven, and the 1 
Two of Hearts, and a fingte Trump, you muſt lead 1 


the Seven of Hearts to force the Knave, which re- 
mains behind ; and whatever 1s played afterwards, 
yon make thoſe two Tricks. 
When the Ombre waits for you, if you have Ma- 
pill gonrded, you ſhould paſs, and not trump. 

The pr incipal Point to be obſerved is, to wait for 
the Lead in Trumps and other Suits, after the firſt 
Cards are played, when you know that the adverſary 


has a Trump which is between two that you have. - 
If the Ombre playing Sans Prendre, trumps the " 
Suits of two Kings, by that you know his Fauſſes. 1 

When you ſtand your Game, and are not ſtrong 
in Mat adors, but have Kings or Queens guarded ; ſn 
you ſhould lead a ſmall Trump that you may wait, a 
and make your Kings and Queens. wn 

If you are with the Ombre, and he throws a- * 
way a Suit, and the Suit in which his King is, has been x 


twice 
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n, twice play d; lead that Suit he throws away. When 
cn he that is called has Manill and Baſto, he ſhould, at 
ou the fourth Trick, trump with one and lead the other; 
ore I but he ſhould have firſt ſhewn his Kings; unleſs he 
has a King and a Knave; im which caſe, he ſhould: 
1 wait, and rather play his Mitadots. | 
an If the Ombre trumps with the Queen or Knave, 
of I and wins the Trick, he ſhould return Trumps, for he 
ly WY fees by that, it is his King that has the Matadors. 
e it the Ombre leads at firſt a Fauſſe to kis King, 
and his King ſhould have Spadil}, Manill, three 


85 Trumps, with another King and Queen ; he ſhould, 
© Wl zfter taking it with the King called, play 'Spadill 
ad and Manill, the King and the Queen, which make 
en ve Tricks; and he ſhould obſerve whether the Om- 
1 bre trumps the Suit of the laſt King; and return ei- 
, ther the Suit of the King called, or a Trump; for if 
= the Ombre has not Baſto, he ſhews it by wining. 
4 When the Ombre paſſes the ſixth Trick; that ſhews- 
that he-would!have:you undertake the Vole. | 
a. When you would undertake the Vole, you ſhould: 
trump with Spadill, to bring out Manill or Baſto, 
erben you have them not; for your King ſhould have 
A ⸗ppeared, if he had him bly; be fore the ſixth Trick. 
17 When the Ombre plays with two black Aces, 
he ſhould. trump out at firſt, with a ſmall one, 


the and wait; and and afterwards trump with Spadill; 
Manill: commonly falling; and if he plays without 
the black Aces; if hs is to — ſhould lead a. 
d; mall Trump. 21 2h | 
at, In order to prevent the Vote: you muſt obſerve 
the Suit the Ombre or his King have not trumped; 
a. nnd reſerve good Cards in it, and eſpecially thoſe of 
on hich your partner has none; and thoſe of which 
the Kpave and Queen have fallen. 
D 5 When 
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When the Card for the Vole is played, they who 
oppoſe it, and have four Cards, ſhould play to that 
Card, Kings or Queens, that are the beſt of the Suits 
| that have been trumped; and keep a Knave double 
guarded, in another Suit, and the other ſhould keep 
the beſt Card of which the King and Queen have 
been played, becauſe that ſhould be the * on 
which the Vole is hazarded. | 

The Ombre ſhould obſerve, if his King, after win- 
ing, plays another Fauſle, that is, if he trumps that 
Suit, and not fail to lead him that Suit, when he is 

to lead. 

When he that is called leads a Fauſſe, and he that 
takes it, is againſt the Ombre, he ſhould after taking 
it, lead a ſmall Trump, if his partner waits; n or- 
der to force the Trump of the "AY called, who can- 
not trump afterwards. 


Te Laws of the Gaux f QUADRILLE. 


I. The Cards are to be dealt by Four and Threes, 
and no otherwiſe: and the Dealer is at liberty to be- 
gin by Four or Three; if in dealing there ſhould 
come one or more faced C, there muſk be a new 
Deal. 

II. if cherg es bos wasy en 109 hw Dinda in the 
Pack, there muſt be a new Deal, 
| III. If there erg two Cards of the finpe fort, and 
it is pere perceived, before the Deal is finiſhed, it becomes 
void ; but if all the Cards are played, it ſtands good, 
Þ well as any preceding ones. 


, IN. Hawke teak wrong, deals again, and is not 
v. 1 


beabed. 
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v. If he who plays either Sans Prendre, or by call- 
ing, names another Suit than that, in which bis Game 
is, or if he names two Suits, that which he named 
firſt ſhall be Trumps, and he cannot recall it. 

VI. The Player is to name the Suit he plays in, 
by its proper name ; as well as the King he calls. 

VII. He who has paſſed, cannot be admitted to 
play, unleſs he plays forced Spadill. 

VIII. He who has aſked leave is obliged to play. 

IX. He who has aſked leave, cannot play Sans 
Prendre, unleſs he is forced to it. 
X. He who has aſkedleave, is admitted to play Sans 
Prendre, in preference to the Player that forces him. 
XI. He who has four Kings, may call wy Queen 
to one of his Kings. 
XII. You cannot call the King or the Di of the 
Suit that 1s. Trumps. 


XIII, He who has one or more Kings, may call 
one of them, and in that caſe he is obliged to make 


ſix Tricks alone, to win: if he wins, he has all the 
winnings to — and if he loſes, he pays all by 
himſelf. 

XIV. You are not to demand Ganoof your friend, 
nor to encourage him to play. 

XV. No one ſhould play out of his turn; but he 
is not beaſted for ſo doing. 

XVI. Nevertheleſs, he who not being eldeſt Hand, 
and having the King called, ſhalt trump out with 
Spadill, Manill, or Baſto ; or ſhalt even play the 
King called, in order to fhew that he is the friend; 
mall not be allowed to go for the Vole ; he hall 
even be beaſted, if there appears a manifeſt bad in- 
tention in his ſo doing. | 

XVII. He who has ſeparated a Card from his 
Hand, and has ſhewn it, is obliged to play it; if 
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by not doing it, the Game may be prejudiced ; or 
if it can give any information to his friend; eſpe- 
cially if it ſhould be a Matador, He that plays 
Sans Prendre, is not ſubje& to this law; nor he, 
who calling himſelf, plays alone. 

XVIII. He who has none of the Suit led, is not 
obliged to trump, nor to play a en Card, in 
that Suit, if he has it. 

XIX. It is — ee to turn the Tricks of the 
other Players, in order to ſee what has been played. 

XX. Vou are not to turn the Tricks, or count 
aloud what has been played, but when you are to 
play; as each Player ſhould count his own Game. 

XXI. He, who inſtead of turning the Tricks, 
of one of the Players, turns and ſees his Game; is 
beaſted together with him whoſe cards he has turn- 
ed, each paying one half of the Beaſt. 

XXII. He who renounces is Beaſted as often as 

he renounces, if it is diſcovered in the Play; but if 
the Deal 1s finiſhed, and the Cards are mixed, he 
makes but one beaſt, though he ſhould have re- 
nounced ſeveral times, 
XXIII. To make a Renounce, the Trick muſt be 
turned; or he that renounced, muſt. have played a 
Card for the next Trick; otherwiſe he may take it 
up without any Penalty, 

XXIV. If the Renounce is prejudicial to, the 
Game, and the Deal is not finiſhed, the Cards may 
be taken up, and played over again, from that 
Trick where the Renounce was made; but if the 
Deal is finiſhed they cannot be played over again. 

XXV. He who having aſked, what is Trumps, 
ſhall trump in that Suit which 1s named, although 


it is not Tn is not Beaſted. | 7 
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XXVI. He who trumps in a Suit that js not 
Trimps, without having aſked what is Trumps, 
and has turned the Trick, is beaſted. 

XXVII. He who ſhews his hand before the Game 
is won, is beaſted, unleſs he plays Sans Preudre,, 
or alone, 

XXVIIL. Several Beaſts made in the ſame deal. 
go together, unleſs it is otherwiſe agreed. 

XXIX. The greateſt Beaſt always goes firſt. 

XXX, The three Matadors cannot be forced by; 
an inferior Trump. 

XXXI. The ſuperior Matador forces the 1 
rior, when it is played hy the firſt Player. 

XXXII. The ſuperior Matador does not * 
the inferior, if it is played on any inferior Trump. 
that was firſt led. 

XXXIII. The Matadors, and' the Sans 8 
cannot be demanded, after the Cards are cut for 
the next Deal, unleſs by deſign the Cards are ſhuf- 
fled and cut ſo haſtily, that there was not time to 
demand them; in which caſe, if there is nothing re- 
ceived for the Game and the Conſolation, by any of. 
the Players; the Player has a right ta. demand the 
the Sans Prendre, and the Matadors, with the Game 


that is due to him; but if it is he himſelf that has. 
cut or dealt the Cards, he cannot recover them. 


XXXIV. If he who plays Sans Prendre with the 
Matadors ; demand one, without demanding the o- 
ther; 1 is no- more due to him than he demands. 

XX«XV. He who demands the Matadors which 
he has not, inſtead of demanding the Sans Prendre; 
or he who demands the Sans Prendre inſtead of the. 
Mat adors; cannot iuſiſt on being paid what is 
realy due to him; for this Game requires a Preciſe: 
explanation, He who plays with calling, is not 
included in this diſtinction. XXXVI.. 
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XXXVI. If one of the two Players, has been 
payed the Matadors, the other has a right to be 
paid them, though he has not demanded them. 

XXXVII. The Matadors are not paid but when 
they are in the hands of thoſe who ſtand * Game, 
together or ſeparately. 

XXXVIII. He who plays Sans * is oblig- 
ed io name his ſuit, although he has a ſure Game. 

XXXIX. The Game, the Stake, the Confolati- 
on, and the Beaſts, are not corfined, for they may 
be demanded ſeyeral Deals afterwards. | 
XI. No miſtakes that have been made in count- 


ing the Beaſts, can be recalled, after the next Neal 


to that in which they were drawn, 


XLI. He, or they, who ſtand the Game, and win 


all the tricks, are paid what is agreed on for the 
Vole, 


XLII. The Vole does not draw the Beaſts, which 


do not go upon the Game, 
XLIIL. He, who does not make the Vole, when 
he has undertaken it, pays what he would haye re- 
ceived, if he had won it. 
. NXLIV. The Vole is undertaken, when after 

making the firft fix Tricks, whether the Game is 
played alone, or by calling a King, a Card is 
played for the ſeventh Trick. 

XLV. When the Vole i is once undertaken It can- 
not be declined. 

XLVI. He who ſpeaks in the Play to encourage 
his friend, cannot pretend to the Vole. 

X+&,VH. He who fays any thing to make him 
decline it, is to be beaſted. 

XLVIII. It is not permitted to inform your 
n who is to to play, that you have fix tricks. 

XIX. 
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XLIX. Tb., who defend the Pouls* cannot 
communicate their Game to each other, though the 
Vole is undertaken ; and neither the one or the 
other ought to ſay any thing that may intereſt the 
Game. 

L. He who has been forced to play with Spadil, 
cannot pretend to the Vole, 

LI. The Vole cannot be undertaken before the 
King called has appeared. 

LII. If the King called, has not appeared, you 
may play on to the laſt Card, without incurring 
the penalty for miſling the Vole. 

LIII. They who make the Vole, without bav- 
ing ſhewn the King, ſhall not be paid for it, al- 
though the Queen 2 been played, and has won a 
Trick ; as it may happen, that he who bas the 
King, has won by miſtake, or being willing to 
make the Inpaſſe“; the queen yot * the 
Kin 

Liv. They who having undertaken the Vole do 
not make it, win nevertheleſs, the Game, the Stake 
and the Beaſts, if there are any that go on the 
Game, and are paid the Game, the Conſolation 
and the Matadors if they have them, as well as the 
Sans Prendre. 

LV. They who admit the Contre at Quadrille, 
give it the preference in play, to him who being 


eldeſt hand, offers to play Sans Prendre. 


LVI. He, who playing Sans Prendre, goes ſor 
the Vole, and loſes it, pays to each one, what is 
due for the Vole; and is not paid, either the Sans 
Prendre, or the Matadors, if he has them, or even 
the Confolation or the Game, nor does he draw the 


* See the Diftionary, wo | 
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Stake; but he is not. beaſted, unleſs he loſes: the 
Game; for in that Caſe, beſides the Vole, he is to 
pay to every Player what is due for the Game, and 


is beaſted what is on the Game. 


LVII. He who ſtands the Game, and does not 
make three Tricks, or four, as is agreed, is beaſt. 
ed alone, and pays alone all that is to be paid. 
And if he makes no Trick, he pays beſides to his 
two adverſaries, what is due for the Vole, but not 
to his friend, leaſt that advantage ſhould induce the 


friend to play againſt him, inſtead of ſupporting 


him, when the Game 1s deſperate. 

LVIII. When you play the Roi Rendu, he that 
receives him, is obliged to make ſix Tricks alone 
to win; for the reſt, he wins or loſes for himſelf 
alone, 

LIX. If any Player refuſes to o finiſh the Party he 
he has begun, he muſt pay all that is loſt upon the 


Game; and the Cards. 


LX. But if. it is to attend ſome affair of impor- 
tance, the party may be put off, by making a mi- 


nute of the State of the Game; with the conſent of 


the other Players. 


NEW Dis ions on the Difficultics and Tacidents that 


may ariſe at be Game of Quadrille.” 
A R T 1 O L ot I. 
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E ee ſhould, come a red Card: in \ ihe Del, 
whatever Card it is, there muſt be a new. Deal. 
The rt reaſon, is, becauſe, it would be unjuſt, -that 


* Theſe Decifions, though more explicit, contain much tbe 


ſame matter as is to be found in the deſeription and Lows of 
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either of the Players ſhould ſuffer the diſadvantage 
of having one of his Cards known, which may pre- 
judice his Game, whether he plays Sans Prendre, 
or with calling a King, or by defending the Game; 
beſides the Law would not be juſt, if a Card turned. 
belonging to one of the Players, was admitted, 
and the Deal held good, when if there ſhould come 
a ſecond or a third, to other Players, the Deal 
ſhould be ſet aſide; though the Card that ſhould 
belong to the ſecond or third Player could no more 
prejudice his Game, than the firſt would the other 
Players: conſequently, as the Deal, where there 
are two or three faced Cards, is deemed void, the 
Deal, where there is one only, ſhould be void 
alfo, 

The cards are not to be dealt otherwiſe than by 
four and threes, as certain Players injudiciouſly 
pretend; for as this game follows in all things, 
that of Ombre, as near as poflible, and as the 
cards are always dealt at that Game, by Threes, 
it is not right to depart from that Law which is 
founded in reaſon, as it ſerves to prevent the abuſe 
that might ariſe from one of the Players, know- 
ing the Cards; if every one was allowed to deal 
according to his own fancy. 


the Game, and there fore to ſome may ſeem ſuperſſuous 3 but it 
ſhould be remembered, that the deſign of this treatiſe, is not to, 
entertain but inſtru, and that were inſtruction alone is intended, 
perſpicuity is the firſt, and principal point, to be kept in view z 
and what may ſeem obſcure to one perſon, or in one man- 
ner of expreſſion, may be quite obvious to another, or with 
another expreſſion ; and it ſhould be remembered alſo, that a 
book of this kind, ought to be adapted to the capacities of all 
ſorts of readers. What is here ſgid with regard to theſe deci- 
fions, is to be under ſtood of ſeveral other parts of this book. 
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ARTICLE II. 


Of the Manner of Calling. 

The opinion of ſome Players, who would hare 
him that has four Aces paſs, unleſs he plays Sanz 
Prendre, is cohtrary to the liberty of the Game of 
Quadrille; for it is but reaſonable that he be al. 
lowed to Play, either by calling a Queen or one of 
his Kings; for it is generally received that he who 
would not hazard a Sans Prendre, may call one of 
his Kings; or if he will not play alone, may call 
any Queen that is not 'Trumps. 

Obſerve that to call a Queen you muſt have the 
four Kings; therefore if you have not that which 
is Trumps, though you have the three others, you 
are obliged to call a King that you have, or paſs, my 


$ TIE. \ | 
% : 
Of the Manner of playing the Cards. in 


As the Penalties that are inflicted at all Game: 
of Commerce (that is where money is circulated) 
are intended ta prevent the abuſes that might ariſe fh 
from foul Play; it has been found expedient to uſe ¶ ne 
ſeverity in the following caſes ; on account of the il... 
facility there is of introducing abuſe in ſuch caſes, Wi» 
He who draws a Card from his hand, and ſhows it I p. 
openly, is obliged to play it; if by not doing it I m 
he may prejudice the Game or give any information By - 
to his friend; but eſpecially if it is a Matador: a 
this deciſion regards, as well thoſe who defend the Bi - 
Poul, as thoſe who ſtand the Game. He who plays b 
Gans Prendre, or alone, having called himſelf, 5 | 
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ot ſubje& to this Law, as he cannot draw any ad- 
antage from ſhewing his Cards. 

He who not- being firſt Player, and having the 
King called, trumps out with Spadill, Manill,. or 
Baſto, or even plays the King called, to ſhow that 


ans is the friend; having other Kings that he fears 
of the Ombre may trump, cannot pretend to the 
al- vole; he ſhall even be Beaſted, if the Card ſhown 
of Wſerves to win the Game, when it is doybtful, 


-: ARTICLE Iv. 
Of Miflakes and Accidents, =» 
4 The liberty that is allowed at Quadrille, of look - 


ing at the Tricks made, may occaſion a fault in 
two Players; in him that commits it, and him 
that ſuffers it; on which account the following De- 
ciſion is made. | 

He, who inftead of turning the Tricks of ano 
ther Player, turns his Game, which may be before 
him, and ſees it, or ſuffers the other Players to fee 
it, is Beaſted, together, with him whoſe Cards he 
turned, each paying one half of the Beaſt; the one 
for his want of attention, and the other for his 
neglect, in not having his Cards always in his 
hand, as he ought to have, during the courfe of 
the Play. This Law is the more neceſſary as it 
prevents two evils; the one is, of the ſnare that 
might be laid by one of the Players, in placing his 
Game cloſe to his Tricks; and the other the bad 
delign of him, who pretending to look at the 
Tricks, ſhould turn a Players Game, that he my 
by chance have laid on the table. 
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„ ARTLCL EV: 
| | Of the Renounct, 


He that renounces, is not beafted, even though 
the trick ſhould be taken up, provided he perceives 
it before it is turned and laid on the Table; but if 
it is turned by him that won it, he is beaſted. 

He is beaſted likewiſe, if the Trick is covered by 
another Card, played by him to whom it belongs, 
unleſs he immediately recalls himſelf before he 

plays again; in ſuch caſe he is allowed to take up 
his Card without being beaſted. 

He does not, renounce to whom it is ſaid, ſuch 
a Suit is Trumps, and who, not having any of 
the Suit led, trumps in the Suit he was told was 
Trumps; but he cannot take up his Card again; 
and the Trick muſt go to him that won it; it not 
being juſt to puniſh what is well meant, as what is 
ill meant, or may be ſo meant. 

He who without aſking what is Trumps, ſhall 
trump with a Card that 'is not, and turns the 
Trick, is beaſted; as in this caſe there may be a 
bad intention. 

If a Player renounces ſeveral Times in the ſame 
Deal, he is beaſted only once, if it is not perceived 
before the deal is finiſhed ; but if the firſt is diſco- 

» vered,and he makes a ſecond or a third, he is beaſt- 
ed, as often as he makes Renounces ; and the Cards 
are to be taken up and played over again, the other 

Players playing their Cards in the ſame order as 

efore, 


ARTICLE 
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ARTICL E VL. 


Of the Faults of Sewing the Cards, - 


The fault of ſhowing the Cards, is not the leſs 
conſiderable, becauſe it is common, ſince the tolle- 
rating it may occaſion many abuſes, 

t is not therefore permitted, either to thoſe who 
ſtand the Game, or thoſe who defend the Poul, to 
ſhew the Cards, before the Game is won, as the 
friend of him who ſhews his Game might draw 
an advantage therefrom ; for which reaſon he that 
ſhows his game 1s beaſted. 

This caſe does not regard the Sans Rds, or 
him who calls himſelf ; whoſe wy cannot be fa- 
youred by any one. 

They who defend the Poul, are not to ſhow their 
Cards, tho' they have made ſix Tricks; but are to 
play on to the laſt Card, in order to ſee if the 
Ombre makes his three Tricks, that he may not be 
beaſted alone. 


ARTICLE VI. 


Of the Faults of Speaking. 


It is not permitted to ſpeak at the Game of Qua- 
drille, on any pretence whatever; not even to ſay, 
that is the King; for he, whoſe turn it is to play, 
ought to know it, or may know it by examining the 
Tricks: it is not allowed likewiſe to ſay, ſuch or 
ſuch a Suit is trump'd : nor can he whois to play 
aſk the queſtion ; but is to examine the Cards 
played, 

He who ſpeaks during the Game to encourage 
his friend, cannot pretend to the Vole : and he who 


ſays 
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- Nays any thing to make him deſiſt from unde 
taking it, is to be beaſted. It 15 not even permit 0 
to ſay, we have fix Tricks. 
The liberty that every Player has of ſeeing th 
Tricks made, is only when it is his turn to ply 
as he can have no occaſion for it at any other ti 
By this regulation that abuſe is prevented, whic 
has frequently happened, by him whoſeturn to pl; 
is either paſſed or not yetcome, who by ſhewing th 
Cards has determined him who was to play, and wy 
in ſuſpence ; and beſides the prejudice it may b 
to the Game, ſuch practice is contrary to good mar. 
ners; therefore he who does it is to be beaſted, 


ARTICLE VIL. 


Of the Breaſt. 

The Beaſt is not confined, for it may be dt 
manded ſeveral Deals after, when it can be prove 
* thatitwas won that Deal where it ought natural) 
to go: butit is not the ſame with regard to the mi 
takes that may be made in counting the Beaſt 
for example, if for a Beaſt that ſhould he fifty-ſu 
there is counted only forty-two, and he who wins i 
claims no more, it cannot be rectiſied after the fi 
lowing Deal is played, on account of the embay 
raſſment that would ark. from ſuch juſtifications 
and beſides, juſtice does not require it, * | 
no mone chan he received. 


ARTICLRE-IX 


Of the Sars Prendre and the Matadors. 


The Sans Prendi: and the Matadors are to it 


demanded before you cut {or the next Deal, or elt 
wy 
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they are not to be paid: there is one exception 
however to this rule, which is intended to puniſh 
the bad deſign of him who ſhuffles the Cards, and 


his Game, and conſequently to demand what he 
has won. 320 

If he who plays Sans Prendre, either with or 
without Matadors, has not received ſrom either of 
the Players for his Game, although the Cards are 
cat, he has a right to demand with the Game the 
Sans Prendre and the Matadors, if he has them, 

If he who has played Sans Prendre, and has not 
claimed it, cuts or deals the Cards himſelf, he has a 
right only to the Game. Oe 

If he who plays Sans Prendre, with the Mata- 
dors, claims by miſtake, one for the other, he can- 
not receive either; unleſs he recoltefts himſelf be- 


determinate explication. He who plays by calling 


are two parties concerned, they can either of them 
demand their Game before the Cards are cat. This 
law therefore is only for thoſe who play Sans Pren- 
dre, or alone by calling themſelves, 

He who playing Sans Prendre, ſhows a ſure 
Game, without naming his Trump, ſhall be obli- 


ged to play in ſuch ſuit as one of his adverſaries 
fhall name; for when he has taken up his Cards, 


he who is eldeſt hand, on playing his flirſt Card, 
names the Trump. The fame rule holds good if 
the Sans Prendre, being eldeſt hand, plays Spadill 
or Baſto, without naming the Trump; this Game 
83 was faid before, requiring a preciſe explanation. 
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gets them cut before the other has time to recolleR | 


fore the Cards are cut; for this Game requires a | 


a King, is not liable to this diſtinRion ; for as there 
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| Of forced Games. 

When.all the Players have paſſed, he who ha 
Spadill, is obliged to play: it is to be ſuppoſed 
that as he has paſſed, he has not a good Game; 
Juſtice. therefore requires that he ſhould not be fuk, 
ject to the law of thoſe who play by choice, who ar: 
obliged to make three tricks, or be beaſted alone; 
for which reaſon, he who plays forced Spadill, i 
not beaſted * tho' he ſhould make only one 
Trick. 5 


ARTICEAE XI. 


on of 4 79 the Vole, and the Dewvole. 

Quadrille being a French Game, it ſeems naty. 
rally to admit of the Contre, which ſome player: 
would introduce at Ombre, in imitation of the 
game of the Beaſt ; they therefore that choſe to ad- 
mit it, obſerve the following rules. 

He who plays Sans Prendre, and engages for the 
Vole, is admitted in preference to another who i 
to ſpeak before him, and would play Sans Prendr: 
only. 

He who 1 Sans Prendre and the Volt 
and does not make it, pays to each player wha 


is due for the Vole, and does not receive either th: 
Sans Prendre or the Matadors, if he has them, ot 


the Conſolation, nor does he draw the Stake and 
the Beaſts which go with the Game; but he is no 
beaſted unleſs he loſes the Game, in which caſe ht 
pays whatever he would have received for the Cou- 
ſolation, the Sans Prendre, the Vole and the Ma. 
tadors, if he had won. As this is a caſe that 
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can but rarely happen, there is no great riſk in ad- 
mitting it. 

He who is obliged to play with Spadill, cannot 
pretend to the Vole, on account of the advantage 
that Spadill's being known-may give him. 

The King called muſt have appeared before you 
can have a right to the Vole, for otherwiſe, as there 
is no Tiſk, there can be no retribution. He who 
ſtands the Game and does not win one Trick, makes 
the Devole ; which he pays to them that defend the 
Poul, but not'to his friend'; leaſt that temptation 
ſhould induce the friend to play againſt him whom 
he ought to ſupport; when he ſees the Game is deſ- 
perate. 

This law, rigorous as it is, ought not to beleſs 
ſo, becauſe it tends to preveut the playing of ſmall. 
Games, and befides, it is almoſt impoſſible but that 
the Ombre, and he that has the King called, mutt 
make one Trick between them, which alone is ſuf- 
ficient to ſave the Devole. 

Itis a law univerſally received, that they who ſhow 
their Game cannct pretend to the Vole : neverthe- 
leſs if one of the Players, having five or ſix ſure 
Tricks, ſhould ſhow them, on ſaying, that he plays 
the Vole ; altho' his friend is to lead, his adver- 
aries cannot prevent him; but they can oblige the 
friend of him who andertakes the Vole, to pla y ſuch 
Card of his Game as they think proper ; in order 
that he may not derive any advantage from having 
ſeen his friend's hand; but this is_only allowable 
before they who ſtand the Game have made fix 
Tricks ; for then it is he only who has won the laſt 
Trick, that is to determine whether the Vole is 
played for or not, according to the common rule. 

E : This 
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This point has been thus juſtly mitigated; ſeeing il * 
that he who ſhews his Cards, cannot draw any ad- 
vantage from it, but only ſhottewthe Game; and is 
underſtood by ſo doing, to undertake the rx 


whether he 1 it ar uot. | 
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FAVOURITE SUI I. 


Thoſe who are accuſtomed to play much at Qua- 
drille, haye frequent occaſion to obſerve the great 
inequality that is in the Game; the advantage of 
him who is eldeſt Hand, depriving the others of the 
liberty of playing, even when they have a good 
Hand, unleſs they will play alone. It happens very 
often, for example, that the eldeſt having aſked 
leave, the ſecond Player has three Matadors, Five 
Frumps, in black, and all ſmall Cards: in this 
Caſe he cannot play alone, and as he has no chance 
of being called, it is very diſagrecable to be obli- 
ged to paſs with a good hand: in order there fore 
10 correct this inequality in the Game, each Player 
by this Method has an opportunity of ayailing 
kimſelf of the goodneſs of his Game; by adding 
to the common, method of playing Quadrille, that 
vf the Mediateur, and the Favourite Suit, which 


has rendered the Game abopggptly, more divetting 
* Intereſting. 
5 o 
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Of the Manner of drawing for the Plates at the Me- | 
DIATBUR, 
| You take four Cards; a King, a Queen, a Knave, 
and an Ace, of which each Player draws one; and 
commonly he who comes in laſt, draws firſt ; be who 
draws the King, places himſelf where he pleaſcs, 
the Queen fits at his right hand, the Knave next 


the Queen, and the Ace on the left of the King, 


for to give him the Hand. He who has the King 
draws the Favourite Suit. ; 


The Rules of the GA * 


This new manner of playing the Game, differs 
in nothing from the common one; there are the 
ſame number of Players, and the ſame number of 
Cards, 

To know the Favourite Suit; before the Party i is 
begun, there is a Card drawn from the Pack at a veu- 
ture, and that Card determines the Suit: for example, 
if a Heart is drawn, Hearts are the Favourite Suit, 
and remain ſo during the Whale Party, and ſo of he 
reſt, 

The Mediatesr is a King, which one of the Players 
demands of the others, when having 2 Hand by 
which he expects to make five Tricks ʒ he can, with 
the aſſiſtap ee of the King, play alone, end make ſix. 
Tricks ; he who ſands the Game, gives to him ſram 
whom. he received the King, ſuch Card of his Game, 
a5 be thinks proper, aud à Fiſh, or, if it is in the 
Favourite Suit, two Fiſh, The, adyantage ot him 
who aſks, by calling in the F avourite Suft, is to have 
the preference to him who aſks by calling in any 


other Suit. 
E e He 
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He who aſks with; the Mediateut has the prefe. 
rence to him who aſks by calling in the Favourite 
Suit ; in which caſehe is obliged, by playing alone, 
to Wake ſix Tricks to win. 
* He who aſks with the Mediateur in the Favou- 
rite Suit, has the preference to him who aſks with 
the Mediateur in any other Suit, and in that caſe 
1s obliged to play alone, and to make fix Tricks. 
- He who plays Sans Prendre in any other Suit than 
the Favourite, has the preference to him who aſks 
only, or with the Mediateur, or even he who would 
play in the Favourite Suit with the Mediateur. Laſt. 
ly, the Sans Prendre in the Favourite Suit has the 
preference to all other Players; for he who aſks 
| only, or with the Mediateur, or the Favourite with 
the Mediateur, or would play Sans Prendre in any 
other Suit, is obliged to give place to him who plays 
Sans Prendre in the Favourite Suit. 

Wich regard to the manner of playing Quadrille 
with the Madiateur and the Favourite Suit, it is the 
fame as common Quadrille, as well when you aſk 
by calling a King, either in the Favourite Suit or 
in another Suit, or that you play Sans Prendre in Wil © 
the Favourite or another Suit : the only 'difference I * 
is, that when one of the Players demands the Me. 
diateur, in that cafe be is obliged to play alone, and Wi * 
to make fix Tricks, as if he had played Sans Pren- i. 
dre. Thoſe who are verſed in the play of the Game 
of Quadrille will readily determine by the Stiength il t 
of their Game, whether they are able, with the aid p 
gh ora eee, FA » 
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' The Metbod of Playing. ; 
If the Ombre aſks a Mediateur when in Che ville, 
you ſhould play in the Suit of his King, called Me- 
diateur, - becauſe it is to be ſuppoſed that he has ſe- 
veral Cards in the Suit of his King, which: by that 
means may be trump'd. 

You muſt obſerve too, not to play i in the Suit. of 
the King, when the Ombre is laſt Player, begauſe 
by ſo doing he would have the advantage of his 
Game, for when you ſhould trump his King he 


will play a ſmall Card only, and not being trump'd, 
he will make ſeveral Tricks 1 in the Suit of his King. 


Of the Manner of marking . the Game, and paying it, 
with the Mediateur and the Favourite Suit. 


The Game is mark'd by him who deals, by pla- 
cing two Fiſh before him. s 
Thoſe who win a common Game in another Suit 
than the Favourite, receive ſix Counters from each, 
and they each draw one of the Fiſh which mark the 
Game: If they loſe by remiſe, they pay to each 
Player four Counters for the Conſolation ; and if 
it is by Codill, they pay each Player ſix Counters, 

They who win in the Favourite Suit receive. 
twelve Counters each; if they loſe by remiſe they 
pay eight, and if by Codill, twelve Counters, He 
who wins by playing with the Mediateur, is to re- 
ceive ſixteen Counters from each Player; if he lofes 
by Remiſe he pays fourteen to each At and 
lixteen if by Codill. 

He who wins by playing 1 in the Favourite Suit . 
with the Mediateur, receives thirty-two Counters 
from each: if he loſes by Remiſe, he pays twenty- 

E 3 eight; 
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eight ; and if by Codill, thirty-two Connters to 
each, Player. 

He who wins a Sans Prendre in another Suit-than 
che Favonrite, receives twenty-ſix Counters from 
each; if he loſes. by Remiſe, he pays to each 
twenty- fout, and if by Codille, twenty-fix Coun- 
ters. He who wins a Sans Prendre in the Fa- 
vourite Suit, receives fiſty-two Counters from each, 
and if he loſes by Remiſe, pays forty-eight to each, 
and if by Cadille, fifty-two Counters, 


The Manner of paying the Yoles. 


For the Vole with a common Game, two Fiſh z 
in the Favourite Suit, four- Fiſh. 

For the: Vole with the Mediateur, three Fiſh; 
and in the Fayourite Suit with the Mediateur, fix 
Fiſh, 

For the Vole and Sans Prendre, 15 a common 
Game, four Fiſh, 

For the Vole and Sans Prendre i in the Favourite 

Suit, eight Fiſh, 
For every Matador, two- Counters are paid, aud 
in the Favourite Suit four: there are fome Players 
who don't count the Matadors, but pay a Fiſh for 
them, whatever number they may be; and two 
when in the Favourite Suit. , 


As in the former Edition. it- is not- 8 
whether the Vole can be declared with the Mediateur, 
we ſhall obferve here, that if one of the Players 
ſhould demand a Mediateur, and another ſhould 
demand it, with declaring for. the Vole, the latter 
mall have the preference, for a plain reaſon ; as it 

| * 


QUAD RILLE 3s 


& ĩs to be ſuppoſed, that he who: declares for the 
to Vole alfo, muR br able do make nine Tricks by his 
- Hand, or at leaſt eight with a Queen, to which he 
an aſks the King; and, as he risks the loſs of the Vole, 
— by demanding + King that may be trump'd, he, 
ch for that reaſon alone, ought to have the preference 
n- to the vther Player. In like manner, he that under- 
a- takes the Vole, with the aſſiſtance of the Med iateur, 
h, takes place vf him who would play Sans Prendre. 
b, The following Table hows the amount of the 
| Braſts made by remiſe. 
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hs ee th... 369 2: þ | 145 | 
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- If the Firſt Deal a Beaſt is made, it is drawn by 
„  ©o4ill, obſerve the following Table, 
for SECOND TABLE. 
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With regard to difficulties that may ariſe in play, 
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Manner of playing Quavnzitie, with the Mena 
TEUR, and without the FavouriTE SUIT, ON 


This Game is mark d and play'dthe ſame as com- 
mon Quadrille, except that a Fiſh extraordinary 
is given to him who plays the Mediateur 3 and to 
him who plays Sans Prendre a that is, he who wins 
the Mediateur, receives thirteen Counters from 
each; and if he.loſes by remiſe, he pays twelve to 
each, and thirteen if by Codille. He who wins Sans 
Prendre, receives ſeventeen Counters from each; 
and if he loſes by remiſe, he pays fixteen to each, 
and if by Codille, ſeventeen. - 

The Vole with the Mediateur is paid as at com- 
mon Quedrille, that is, he who makes it receives 
one Fiſh only: the Beaſts are alſo counted as at com- 
mon Quadrille ; and the laſt Game, which is called 


Poulans, you may double the Game, 
Note. If you chuſe to play a higher Game; you 


may play the double Colour, which is called the 
Tur, and is paid the double of the Favorite Suit: 
and to this you may ſtill add the Accolade, to augment 

the Game, and that 1s, when the two Aces are to be 
found in the ſame Hand; and to him that has them, 

is paid whatever ſum 2 Players n prope a- 


HD) I | * 
Of SOLITAIRE aun Er 


This Game, which is play'd at many houſes, is 
called Solitaire, becauſe you are obliged to play 
alone without t calling. 

I 


- - 


a uADR IL I x. $1 


If it happens that neither of the four Players has 
a Sans Prendre Game, or is ſtrong enough to demand 
a Mediateur, they are then obliged to paſs, for they 
cannot have recourſe to Spadill, as at common 
Quadrille; and the two Fiſh are left on the board, 
and he who deals next, puts down two more, and 
ſo on, till one of the Players has a Hand to play Sans 
prendre, or with a Mediateur, &c. With regard to 
the Beaſts, they augment by twenty eight Counters, 
above what is on the Board; 2 on the double Pou- 
lans, b y fifty · ſix. 5 \ 


Of the MEDIATEUR SOLITARE, by Three. 


This Game, which is played for want of a fourth 
perſon, is not the leſs entertaining ; and is, Pare 
inthe following. manner. | 

1. You throw out ten cards, which a are nine dia- 
monds and the Six of Hearts, and leave the king of 
diamonds; by this means you can play in the four 
ſuits, tho there is one almoſt excluded: for example, 
one of the Players having the two Black Aces, with 
the Kings, can play in Diamonds, he will copfe- 
quently have all the Matadors ; which bn to be 
paid him as at the Mediateur by four: $5 

$0 again, he who can play by demand} a Me- 
diateur, may aſk the King of Diamonds; as it is left 
in the pack, in order to make the Game as divert- 
ng as when played by four. 8 

II. This Game is marked as at th Maia teur; 
that is to ſay, he who Deals puts down two Fish be- 
fore him, and you do not play by calling, nor have 
recourſe to Spadill; for if you haye not à Hand to 
demand a Mediateur, or play Sans Prendre, you 
muſt paſs ; and then he who Deals puts. down twa 
lk before him, and you go on till one of the Three 
E 5 play 


fy 
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plays: on which account, it is called Solitaire, fe 
ing that you always play alone, 

III. Withregard to the manner of marking theBeaft, 
vou muſt obſerve the Tables before given for the 
common Mediateur by Four: the only difference is, 
that the Beaſt made by Remiſe-is augmented by a 
many Counters as there have been Paſſes at the 
Game; whereas that made by,Codill, is of no mon 

Counters than at the common Mediateur by Four, 

As by.this method you-play one Deal leſs every 

| Tour, At: is more eligible to-play Twelve Tous 

| than Ten, before the Repriſe or Party is finiſhed, 

For the reſt, you follow at this Game the Laws of 
the Mediateur by Four, ; 

Another Method of playing the MEDIATEUR SOLE 

TAIRE.- Three... 

. I You, lay out the four Threes, whiclt are of no 
great value in the Game, by which you reduce the 
number to Thirty- ſix Cards, inſtead of Forty. 

II. He who Deals gives each Player Twelve 
Cards, by Three and Three, or Four and Four, at 
the option of the Players; which make the 'Thiny- 
x Cards - 

III. He who ftands = Gone 4 in . Suit 
it is, is obliged to make Seven Tricks alone, to 
win: you may alſo demand the Mediateur, when 

you can make Six Tricks by your Hand, otherwiſe, 
you ſhould pals. For the reſt, you follow the rules of 
the Med: late ur Solitaire, by Three, above- mentioned. 


PIQUE MEDRILLE, 
'Or the MeDiatzur Solitaire, by Tae: 


This Game 1s played with the ſame Cards as the 


Meet by Four; the fir King determines the 
Fayourite, 


0 #47 
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Favourite, Twenty of the cards are dealt by Four 


, fee and Three, till each has Ten; ſo that their remains 
mY £ ſtock of Twenty Cards, The eldeſt Player ex- 
ai amines his Game, to ſer what he ſhall do; and he 
; the demands the Mediateur, the Sans Prendre, the 
de 1, Vole,* or he paſſes : the Younger replying as he 
by a finds it convenient for his Game; either by allow-- 
t the ing or refuſing. 
more He who ſtands the Game has the advantage of. 
four, taking in firſt, after having declared in what Suit 
very he plays. 
Ours To demand a Mediateur, it is not neceſſary 
hed. WW to bave Five ſure Tricks; it is ſufficient to have 


of three or four good Cards, and by diſcarding the teſt, 
to take as many on the Stock, which may make 

LI. your Game good. 
To demand Sans 8 you ſhould be able to 
make fix Tricks by your Hand, without diſcarding. 


2 He who looks at the Cards that remain in the 
Stock, is beaſted. 

* He who deals, puts five Fiſh before * for the 

* Poul, one of which is drawn for the Game; the reſt 
are drawn by the Matadors; one for each of te 


three Matadors. - 

There is-only one Fiſh put down for the Game each- 
Deal, and four Counters, that is, two by each Player; 
ſo that the Beaſt is only fourteen, being always the 
half of the others. With regard to the Paſſes at this 
Game, they are the ſame as at the other Games of 
the Solitaire. 

The party here ſhould be twenty Tours ; "that i * 
forty Deals; of which you may make the tenth, 
and the twentieth double; or, if you plcaſe, the tuo 
lat Tours. | 


T H E- 
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T would be to little purpoſe, toemploy any time 
1 in enquiring into the etymology of the Game of 

OmBReE ; it may ſuffice to ſay, that it is of Spa- 
niſn origin, and partakes of the phlegm of that na- 
tion ; and that it requires a cloſe application ; for 
however ready and expert the Player may be, if he 
ſuffeys his attention to be at all diverted by the 
talk of the by-ſtanders, or any other matter, he 
| will be ſubject to commit frequent errors: therefore 
ſilence and tranquility are here abſolutely neceſſary ; 
and the looker on ſhould be content with ſecing the 
Game play'd, without indulging in the pleaſure of 
hearing himſelf talk, when he knows it muſt diſ- 


tract the Players, 
; 1 | - Wha 


OM BR E. 835 


What is here ſaid, is not meant to counte- 
nance the opinion of thoſe, who ſay that it is a ſtudy, 
which requires more pains than it affords pleaſure ;- - 

. far otherwiſe; for jt is without, exception, the Game 
of the greateſt. variety and entertainment of any 
upon the Cards; . eſpecially. to thoſe who enjoy 
what is commonly called the ſpirit of play. 

There is properly ſpeaking, only one manner of 
playing Ombre ; which is, by three! perſons, tho 
cuſtom has given the name to a method of playing 
it by two, which has nothing of the pleaſure and 
perfection of the Game by Three: however, we 
ſhall juſt mention it at the end of this treatiſe. 

We ſhall here follow the method Iaid down in 2 

former treatiſe of this Game, which is ſimple, 

eaſy ; only adding what is there omitted, and cor - 

refting ſach faults, as mayhave pafſed unnoticed; and 
altho' in treating of Quadrille, we have ſufficiently 
explained the value of the Cards, whether Trumps 
or not, it will not, however, be improper here to 
repeat it in a few words, as ſome perſons may not 
huſe the trouble of having recourſa to that 2 


Of the Nambtr of Be Canps. | 


r The number of the Cards is forty ; which — to 


e be bought ready prepared: or you may take a com- 
mon Pack of fifty-two Cards, and throw out the 
four Tens, Nines and Eigbts; which are the twelve 

ards not here made uſe of; and there will remain 
the ſorty that compoſe the Game of Ombre,; 


Of the natural Order of the Can v3. | 


— By the natural order is to be underſtood, the or- 
der when they are not Trumps, | 0; 4: 
; The 


£ 
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The order of the black Cards, that is, of the 
Spades and Clubs, is the ſame av at other Gamez, 
vin. King, Queen, K have, Seven, Six; Five; Four, 
Three and Two; you will obſerve that the black 
Aces have no plate in the natural order, becaufe, az 

you will ſee hereafter, they are always Trumps, 
The order of red Suits, the Diamonds and Hearts, 
is different 3 as thas, King, Queen, K nave, Ace, 
Two, Three, Four, Rive, Six and Seven. But that 
vou may ſee all, thin at dne glance of the eye, we 
ſhall here place them in their natural otder. 

. "*DLXCR; 15 

King, Queen, Knave, Seven, Six, Five, Four, 
Three, Two. # N 
OP e een, 

King, Queen, Knave, Ace, Two, Three, Four, Five, 
Six, Seven, You ſee that there are ten Cards in 
red, and only nine in black; becauſe, as was aid 
before, the two black Aces are always Trumps, and 
| therefore have no place here. $24 

Of the Oruur of the Cathy whin Tramps. 

The two black: Aces are not only always Trumps, 
but are alſo the firſt and third Trumps, in Whatever 
Suit you play. The Ace of Spades is called Spadil, 
and is always the firſt Trump, and the Ade of Clubs 
3 called Bafto, and is always the third Tru mp; from 
whence it comes, that there. are always twelve 
| Trumps in red, and eleven only iv black. 

So that the firſt and third Trump you ſee are al. 
ways fixed, and. that Card which is the Jaſt in the 
natural order, is always the ſecond when Trumps, 
and is called Manill. Therefore when you play in 
Spades or Clubs, itis the Two; or if in Hearts or 

EET | Diamonds, 


ep 6&©® oo wyu A "of re _ coo R9vÞF=» , 4 e e wh 
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r 
"the Diamonds, it is the Seven: there are therefore four 
mes, Nanills, the two Duces in black, and the tub Sevens 
our, in red; but they only enjoy that privilege when you 
_ play in thoſe particular Suits ; : for example, if you 


Suits : and fo of the others when they are Trumps. 


to the red Aces, when you play in red, they change 

their places, for example, when you play in Hearts, | 
the Ace takes place of the King, and is then the 

fourth Trump; and ſo of the Ace of Diamonds, 
our, wh en you play in that Suit; and they are then call. 
ed Ponto: but'you are to remember that this is on- 
ly when you play in thoſe Suits; for otherwiſe, . 


we: greater eaſe, obſerve the following lines, where 

0 the Trumps are placed in their proper rank. 

8. B LAC x. 

| Spadill, Manill, Baſto, King, Queen, Knave, Se- 
ven, Six, Five, . Four, Three. 

1 R. x b. 


ver Spadill, Manill, Baſto, Punto, Ling, Queen, 
% E nave, Two, Three, Four, Five, Six. 


ubs So that you ſee there are only eleven Trumps in 
om black, and twelve in red. 


lve Of the 'Manner of making the Ta uur. 
The Trump is not made at Ombre, as at Impe- 


. rial, or the Beaft, by turning up a Card, for — 


the BY is no Card turned here; but when the Cards are 

F dealt; in the manner we ſhall preſently deſcribe ;. 

u each Player examines his Game, and ſpeaks in his 
turn. 


Suppoſo 


play in Spades, the Two of Spades i is Manill, and 
the three other are the laſt Cards in their reſpective 


You have on ly further to obſerve, that with regard 


they keep the. order before- mentioned. For your 
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Suppoſe you are eldeſt Hand, and that you have, 
for example, Spadill, the Two of Spades, Baſto, the 
Seven of Spades and the Three, with four other 
Cards of different Suits; conſult the order of 
the Cards when Trumps, and you will ſee that you 

bave three Matadors, the Seven and the Three; 

which is a very good Game: . You then aſk if they 
play, and ſuppoſing that neither of them has a good 
Game, they will ſay no: you then ſay, I play in 
Spades; and make your Diſcard, as we. ſhall de- 
ſcribe hereafter ; and in this manner the Trump 
is made. What is here ſaid of the eldeſt, is to be 
underſtood of the two others, when the elder Hands 
not having good Games, ſay, Paſs. 

The Trump therefore is made by him who under- 
takes the Game, by eee of the Suit! in E he 
plays, if £455 

But he muſt take due care to name it, bafiiee he 
ſees or turns his Rentree, (that is, the Cards he takes d 

in, ) for if he does not, he is obliged to play in ſuch I 
Suit as the other Players ſhall name, and if they 
ſhould name two different Suits, he muſt play in that 
"which is named firſt; or if they are both named atthe Bl * 
time, in that which is named by the Player on 
his right hand; and in chat caſe, the Ombre, has a 
right to take in fuch Cards of his Diſeard, as are of the 
Suit named, provided he has not joined his Rentree 
to his Hand, for then he cannot alter his Diſcard. 

The Suit muſt be expreſsly named, for it 1s not 
fafficient, if he who plays in Clubs, for example, 
ſhows that he Diſcards three Cards, which. are a 
Heart, a Spade, and a Diamond; and ſays, you 
ſee plainly in what Suit I play; "S a Player may 


ſometimes diſcard Turmps, Nor is it permitted to 
far, 
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y, I play in love, in war, or in indifference'; for 
lubs, Spades or Diamonds; in a word, the Trump 
uſt be preciſely named, for no n * 
on is to be allowed of. 

If the Ombre, Aer having Nen his Wüste v re- 
ollects that he has not named the Trump, and 
)ames it before either of the others; or n 
denalty, and the Trump is rightly named. 

If the Ombre names one Suit for another, be 1 to 
play in that Suit he named firſt ; as when having a 
Hand in Spades, he ſays, 1 play in Hearts, I mean 
in Spades, he is obliged to play in Hearts; but in 
ut caſe, he is allowed to make a freſh Diſcard, if 
he has not joĩned his Rentree to his hand. He who 
playing Sans Prendre, names one Suit for anothet, 
is obliged to play in the Suit he named. ) 


Of the MaTanors, and their Privileges. 


There are properly only three Matadors, Spa- 
dill, Manill, and Baſto; which are the three firſt 
Trumps of the Suit in which you play. 

Spadill is always the Ace of Spades; Manill i is 
the Duce in black, and the ſeven 1 inred ; and * 
is the Ace of Clubs. 

The privilege of a Matador is is, not to be forced by 
an inferior Trump; an example will make this 
plain : ſuppoſe you have Baſto only, that is, without 
any other Trump, and the eldeſt Hand leads the 
King of Trumps, you are not obliged to put on 
your Baſto, but may play any other Card you think 
proper: I fay, not by an inferior Trump, becauſe 
the ſuperior forces the inferior ; for in the above ex- 
ample, if the eldeſt Hand had led Spadill or Manill, 
which are ſuperior to Baſto, you 1 then have 
been obliged to play him, 


Obſerve, 
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Obſterve, however, that it maſt be the firſt; Playey 
1 the ſuperior Matador, to force nv is 
_ feriorg for if, for example, you are thee young 
Player, and have Baſto only, and the eldeſt hou 
lead the King, and the focond ſhould pat on Spadil, 
you are then not b&liged to play your Baſto, Spadil 
not being led by the firſt Player; and by the ff 
you are wo obſerve, is meant not the eldeſt Hand, 
but he wht . mann won the 1: 
Trick, 

Another privilege of the Mandors is, 10 be pail 
a Counter for them, when yu play fingte,. or tx 
Counters when you play ddüble z as we thallexphit 
more at large hereafter: but to be paid* they mt 
be all three in the Hand of him n ſtands th; 
Game; otherwiſe they are wot paid at all. 

Formerly the Ombre paidithem, when he was beaf- 
ecl, and they were all in the Hand of one of the other 
Players, but that is no longer practiſed. If the On. 
bre wins with the three Matadors, he is paid, if he 
loſes he pays the others. This privilege is extend- 
ed to all the other Trumps, which Immediately 
follow the Matadors without interruption, and 
which then aſſume the name of Matadors: fo he thit 
has the firſt, four Trumps is pay'd four Matadors; 
if he has the five krft, five; and fo of che reſt, down to 
the nine; but as we have ſaid, to be paid, they muk 
be all in Sequence, 


Of the Manes of difpgfing the Gaus. 

Vou are firſt to diſtribute twenty Countefs, and 
nine Fiſh, to each Player; and remember that each 
Fiſh is worth twenty Counters, and is called a Cem. 
You will then agree on the value of the Fit 
e it ſhall be five, ten, twenty or thirty pence, 


More 
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yore or leſs 3, and this is called playing five, ten, 
thirty pence the Cent. £ f 
You are next to draw for the places, which is done 
y putting at the three places where the Counters 
re put, three Cards of different Suits ; the three” 
layers then each drawing « Card from the Stock, 
kes reſpectively the place of the Suit he draws. 
ormerly much troubleſome ceremony was uſed in 
raving the Cards, each Player reſuſing the honour: 
draw ing firſt ; but at preſent the rule is, that. he 
zho comes laſt into the rvom draws firſt 3 and tho" 
ome perſons fond bf ceremnay, may ſtili uſe com- 
liments, the moment the rule is mentioned, every 
the Woody ſabmits to it. | ” + 
The Players having drawn and taken their places, 
hey are then to ſee who dealt; in order to which, 
Card is turned ap on the middle of the table, and 
de Cards turned up, are then dealt round, and he 
elt has the hipheſt of the Sait, that is on the mid- 
lle of the table den:. %% Re 
There is ſo little difadvantape in deating the firſt 
ime, that ĩt is uſual for gentlemen to complement 
adies with the ftſt Deal; bat when there are two 
dies to one gentleman, the ladies ſerve the man. 


Of the Manner of Dealing the Cax bs. 


We have ſaid before, that each Player is to have nine 
iſn and twenty Counters, before the Cards are dealt. 
be Came is marked by each Player's putting three 
ounters before him; and two every time they pals ;, 


und this is called playing by Three and Two. 
Formerly they placed only two Counters before 


dem, and one when they paſſed, but that is not now 
tte praftice ; however, there are ſomt who ſtill put 
ä | anly 


N 
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only one Counter at each Paſs, and this 1s 
playing by Three and one. 
- Each Counter that marks the Game ſtands f 
three, and that ſhortens the trouble of marking, an 
makes it more eaſy to ſee that all is right marked. | 
The Game being marked, he Who is. to de 
- ſhuffles the Cards, and the Player on his left han 
cuts them; he then deals them by threes, till each 
Player has 1 * which is the number he is to hay, 
It is not permitted to deal the Cards other wiſe 
than by threes, and if they are dealt in any other 
manner, whether by miſtake or not, the Deal 1 is void, 
and muſt be redealt. 
If all the Players paſs, each puts down two Cour: 
ters before him; and that-as often as they paſs. 
Laſh, If the eldeſt finds that he has a good Game, 
he aſks if others play Sans Prendre, and ſuppoſiny 
they have no Game, they ſay no. 
He then makes his Diſcard, by laying out three, 
four, five, or fix Cards, as his Game is; and taking 
the Stock which 'is at the right of him who 
deals, he puts in its place, the Cards he has lait 
out, names the Suit in which he plays, and take 
from the Stock as many Cards at he has diſcarded, 
and places the remainder of. the Stock on the mid- 
dle of the table: the ſecond Player then takes in 
like manner as many Cards from the Stock, as he 
thinks proper to diſcard ; and laſtly, the youngeſt 
Player, if there remains any part of the Stock, 
takes them all, or as many of them as he thinks 
proper, after he having diſcarded an equal number. 
If he leaves any of the Stock, he muſt, after ſee- 
ing them if he' chuſes it, and ſhowing them to the 
other Players, put them with his Diſcard, with x 
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eft of the Cards, on the right hand of the Dealer; 
y which means you are never at a loſs to know who 
; to play; for it is always he who has the Diſcard 
on his left hand, for the firſt round. 1A A 

If in dealing the Cards three are one or two turn- 
d, the Deal is continued on, unleſs it is a black Ace, 
or then there muſt be anew Deal: except the Dealer 
hould turn a Card in dealing, for it is then at the 
option of him to whom that Card belongs, either 
o take it or not: if there are more than Wer 

urn d, there muſt be a freſh Deal. 8 | 
If it is perceived in Dealing, or in putting-tho 
ards on the board, that there is a Card faced in 
de Stock, whatever: Card it is, there wuſt be a 
ew Deal. | 

But when one of the — ſays, I play Sans 
prendre, or take in; and the others have paſſed; 
f there ſhould be one or two Cards turned in the 
Stock, even if a Matador, the Deal muſt ſtand good; 
hut if there are more turned, it is void; becauſe 
t would diſcov er too much of the Game, 
If the Dealer by accident turns a Card in dealing, 
xcept it is a black 2 good, and 
is not beaſted. 

He who gives more than ten Cards to either of 
8 renders the eerie og mut deal 


He who gives ten Cards es ane. or more Play- 
is excluded from ſtanding the Game that 
at Deal, whether he has given them to himſelf or 
another : with regard to the two others, they 

play, firſt giving notice that they have ten 
Lids, in which caſe they are to- diſcard one more 

an they take from the Stock ; for if after diſcard- 
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ing, they have ten Cards, they arg heaſted; and] 
are they alſo, who-afk the others, if they play, h 
fore they have declared that they:have ten Cards, 
With regard to thaſe who paſs with ten Cards, 
3s play'd differently; in moſt houſes they are 1 
| beaſted for ſo doing, and in others they are; 
ig ' he latter of theſe rules ſeems however too ſevey 
1% for ĩt ſrequently happens that a Playeriscanfqunde 
by a bad Game; for ſeeing nothing but TI 
and Fours in his Hand, he has no heart ta examis 
his Game, and therefore ought not to he bea ſted fy 
not having counted his Cards ; we are therefore df 
„that the Player ſhauld not be be heaſted { 
ten Cards, unleſs he has diſcarded, or aſked leave y 
play, in which caſe he ought to have examined li 
Game, and conſequently to have declared it. 
- Formerly, ſo much precifion was obſerved in thi 
point, that if a Player ſaid, paſs, I have ten Card, 
he was beaſted; at-preſent that Spaniſh ſeverity i 
excluded, ** _ former: more —— manyer 6 
ſtabliſhed. 7 ⏑ fn 299 
Aa l ten Cards dealt hin, n Sant 
Prendre, he muſt ſhufle his Cards, and one of the 
other players muſt draw one from his Hand, aud 
put it to the Diſcard ;' but after the Card i4.dramn, 
ke is obliged ta play Sans Prendre, : 1; 4 | 
What is here ſaid of ten Cards holds equally god 
For eight, as the penalty is the ſame, ſor too few a 
100 many: ſo that he who only deals eight Card, 
is beaſted; and catmot ſtand tha Game that Deal, a 
if he had given ten: and if either of the three Pla. 
ers, after hayiv g diſcasded, has, only eight Cardy 
de is beaſtad: equa lly a ib he -had ten 3, and plan 
with his Sight Cards onlye n oi At Kd: 1 
404 
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If he who has eight Cards, plays Sans Prendre, 
muſt make the full number of Tricks to win; 
he plays by taking in, he takes WINE than 
lays out. 

If <4 Dealer, whether by miſtake or Wa 
ould after he has dealt, turn one or more of the 
ock, he is beaſted, and cannot ſtand the Game; 
or can he prevent the ather two from playing. 
If one of the Players in putting down the Stack, 
the table, ar otherwiſe, ſhould turn one ar mare 
ards of it, the Deal hall be play'd, and he-is 
aſted, * 6 
if therw.are too many or * Cards in che Pack, 
if there are douhle Cards, or any that don't 
long to the Game af Ombre, the Deal is void. - 
But if there is no more than ane Card too many 
Hand, or in the Stock, and it is nat petceived he- 
re one of the Players has ſaid, I play Sans Prendre. 
has taken ing cha Deal is good; provided that 
ne or bath of the Cards that are dauble are in the 
icard, for if they are both in the Player's twenty- 
ven Cards, the Deal is void, and muſt be redealts 
The Deal is likewiſe good, if there is no more 
an one Card too few in the Stock and the Game, 
d it is not perceived, till after the Ombre has (aids: 
play Sans Prendre, or at hetwiſ e. 
If there ate two or hree — many or uh 
win the Pack, there muſk be a new Deal. 


al, lf a Player deals out of his turn, and has dealt the; 
pla- erty-ſeven Cards, and placed the Stock an the 
ardy ble, he cannot recall it; and the party is continues 


Lon as if it had been his turn to deal but t heres: 
flats himelt before be has finiſhed the Deal, the 


en foot ai He owt 551 0! Cards 
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: 1 7 to do which, you ſhould have a —_ ſufficien 


| tadors, are almoſt every where, paid double; but 


| for his Sans Prendre, and two Counters for ea 


| fore the Cards ue ct; for after that, they are nt 
to be paid, But it is different with regard to the 


as ſhall be agreed on, If 


Gard are to be dealtoreragain, by bin whoſe tm 
it was to deal. * | 

i: Whenever the Deal is void. and redeae he nh 
dealt before, deals 25 


i 


To play Sans Prendre, is to play without diſcard. 


to malce five Tricks. 

The advantage of playing Sans Prondes, was * 
merly to receive fix Counters from each of the Play. 
ers ; but at preſent, the Sans Prendre and the Mz 


on this you agree, when you begin the pur 
: ſo that the Player receives twelve Counten 


Matador, if you play Gouble, and An of the 


if you play inge. 
- But you are to . be. 


Beaſt, for that may be claimed ſeveral deals after 

If it is the eldeſt Hand that plays Saus Prendr, 
he names his Suit, and the others make their Dil. 
card, as we have ſaid before, and ſhall explain mot 
fully hereafter ; and if he has'a-fure Game, as for 
five Matadors, he may ſay; I play Sans 
Prendre, and ſhow down his Game, without bein 
to name his Suit. 

- If he who plays Sans Prendre makes are Tricky 
or one more than he of the other two Players, who 
makes the moſt : he is paid what is mark'd on the 
Game, befides the Sans Prendre; ifhe loſes: he pay! 
the Sans Prendre to the two others, in ſuch mann 
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If the eldeſt Hand 'aſks whether they play Sans 
Prendre, and one of the others ſays, yes; the 
the eldeſt has the preference of playing Sans Pren- 
dre. If he has not a Game to play Sans Prendre, 
the others are obliged to play it: he therefore names 
his Suit, and is paid the Sans Prendre if he wins, 
if not he pays it, as we havejuft now ſaid ; and this 
is called forced Sans Prendre. 
If either of the Players, except the nen not 


for WY having aſked to play Sans Prendre, names his Syit 
lay. without aſking, if the others play, he is obliged to 
MY play Sans Prendre. But if that happens after he 


has made his Difcard, and taken the ſtock, thinking 


pa himſelf to be the youngeſt Hand, he ſhall not be ob- 
ten {WM obliged to play Sans Prendre ; but the elder Hand 
each WY does not thereby loſe his right of ſpeaking firſt, and 
ha, of aking him, if he plays Sans Prendre. 

be: Of the Manner of D1iscarpinG, 

no When the Ombre plays Sans Prendre, there is no 
weg difficulty in Diſcarding; the firſt may take eight 
ter. Wor even nine Cards, but it is not the judgment of 
dre ie Game ſo to do; for he ought to leave at leaſt 


five for him who is to diſcard after, in order that 
the Trumps may not be divided. 

When the Ombre does not play Sans Prendre, 
ie Player who diſcards after him ought never to go 
drep, unleſs he has a Matador, or ſome ſtrong Trumps 
with Kings: by going deep is meant, not to leave 
ckyWfve Cards for the Player who is to diſcard after 
you; whiah may ruin the Game by dividing the 
Trumps, as by that means, the Ombre frequently 
wins the Game, 

F " "no 


to —— Cards for him who is to diſcard. lat; 
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It is therefore the judgment for him who dif. 
cards after the Ombre, to ſee, whether with the 


Trumps, that he may reaſonably expect to en 
with the ſive or ſix Cards that he takes in, 


can make three or four Tricks; if not, he * 


it is true, that the four Tricks need not be fo ſure a; 
if he was Ombre, becauſe of the third Player's aſſiſl. 
ing, by making Gano of his Kings, and forcing the 
Ombre's Trumps. 

If the Ombre does not play Sans Prendre, he dil. 
cards firſt, aud he who is on his right hand next: 
if he does play Sans Prendre, he who is on his right 
hand diſcards firtk. You ſee, therefore, that uo re- 
gard is had to the eldeſt or youngeſt Hand in the 
Diſcard, but that it is always made in order, from 
the right of him who ſtapds the Game, 

The Ombre ſhould obſerve well, the manner of 
the others diſcarding, and miad which of them goes 
deep ; for he ſhould endeavour to giye two Tricks 
to the other player, if he hat not a Game ſufficiently 

to win without it: for if he can make 
mis Treg and give two of the reſt, to one of the 
the other Players, it is ſufficient to win the Game, 

If there are Cards of the Stock not taken in, the 
youngeſt Hand may ſee them, in which caſe the o. 
ther two may ſee them alſo, but if he does not ſee 
them and either of the other Players looks at them, 


he is beaſted. 
If either of the Players in diſcarding ſhould take 


in too many Cards, he is not beaſted, if he has not 


ſeen them, but is admitted to replace what he has 
too many on the Stock ; if they are mixed with his 


Hand, they are to be drawn from it 3 
aL 
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and placed on the Stock; provided be who is to 
diſcard next has not taken in, for then they are to 
be mixed with the Diſcards, and he is beaſted. 

Ifhe takes too few, it is almoſt the ſame thing: 
ifthe next Player has not taken in, he takes what he 
is ſhort; if the other has taken in; he draws at a 
venture from the Diſcards. | 
He who takes from the Game of another, infteadof 
the Stock, may place them on the Game from whence 
he took them, provided he has not ſeen them, andaf- 
wards take from the Stock ; but ifhe has ſeen them, 
hemuſt in like manner place them again fromwhence 
he took them, and is beaſted, together with him 
from whoſ®Game he took them, each paying one 
half of the Beaſt; the one paying for his want 
of attention, and the other for his negle&, in not 
having his Cards always in his hand, as he ought 
have during the time of playing. 

The above law ts the more neceffary, as it pre- 
vents two different abuſes; the one committed by 
him, who in order to infnare the other, places his 
Hand where the Stock ſhould be, and the other by 
him, who pretending to take from the Stock, en- 
deavours to avail himſelf of another's Game. The 
fame law is obſerved for the fame reaſons, when one 
of the Players inſtead of turning another's Tricks, in 
order to count the Cards play'd, turns his Game, 
which he may by chance have laid before him. 

If the laſt Player dees not take in all the Cards 
left, he maſt not take up thoſe he leaves with thoſe he 
takes, but plate them apart, before he fees or joins 
thoſe he takes to his Hand ; otherwiſe, he is beaft- 
ed: afterwards he may fee them or not as he pleaſes, 
and then place them to the Difcard ; and as we 
F 2 have 
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- have ſaid before, if he ſees them, the others may 


take it, he has no proſpect of making his Hand; 
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alſa; but not elſe, without being beaſted: but after 
the Deal is begun playing, neither ot the Players 
can ſee them, without being beaſted. | 

If one, or even twoof the Players, thinking that all 
have paſs d, place their Cards on the Stock, orſhould 
mix them, and if he who has not paſs d, chooſes to 


- play, they muſt take up their Cards again, if they 


can be diſtinguiſhed, if not, each of them takes nine 
of thoſe Cards, according to their rank, without 
ſeeing any of them, and then diſcards, and plays 


as if no ſuch thing had happened ; but this 18 only 


to be done at the deſire of the other Player; for, 


if he chooſes it, there muſt be a new Deal, as the 


other Players may have done it deſignedly, in order 
to prevent him from playing; if the Cards ſhould 
even be turned up, the ſame method is to be obſery- 
ed, after they have been ſhuffled ; and beſides that, 


he who turns them up, is to be beaſted. 


Of the Manner of playing the Cars. : 


The Diſcards being made, the eldeſt Hand plays 


firſt, and after every Trick, as at other Games, he 
who wins it, plays again. 6 

I. You are to obſerve, if you have none of the 
Suit led, you are not obliged to trump, ah it 1s not 
convenient for your Game, x 

II, Whether trumps or any other Suit is led, 
you are not obliged to put it up; for if you play 
in the Suit led, that is ſufficient. 

III. When one of thoſe who defend the Poul, 4 
mands Gano of his aſſociate, he ſhould give it him 
if he can, unleſs he is ſo weak, that if he does not 


Or 
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or unleſs he ſhould have a Hand to make three or 
four Tricks, to replace it. 
To make Gano, is to paſs a Card he plays, to 


him who aſks -Gano, that you could have won; for 
example, one of thoſe who defend the Poul, 


plays the Queen of Spades, and demands Gano of 
the King ; his friend therefore does not play the 


King, if he has a ſmall one, otherwiſe he muſt play 


it, or be beaſted, 

IV. When one of thoſe who defend ke Poul, 
raps on the board in playing his Card, itisa token 
to his friend, to play a ſtrong Trump to force the 
Ombre. 

He who ſhows his Hand, or his Rentree, is 
beaſted. 

If any one quits and ſhows his Hand, before the 
Deal it decided, he is likewiſe beaſted; and muſt 
take up his Cards, and play the Deal out, if a third 
Player defires it, and may win Codill; for the 
third Player is not to ſuffer an injury, nor the Om- 
dre, when it is not he that quits: ſo that it is al- 
ways neceſſary to keep up your Cards till the Deal 
is decided. 

If the Ombre quits and ſhows his Game, aban- 
doning Codill to him that can make it; he is 
twice beaſted; once for having ſhow'd his Game, 


| and the ſecond time, for having quitted it: and the 


two other Players divide between them, what is up- 
on the Game; but if one of them goes for the 
Vole, and loſes it, he is beaſted alſo; and the third 
Player draws it, if he wins it ; but if the Ombre 
ſhould get it, he ſhall nevertheleſs make two Beaſts, 
and the Stake reſts on the board. 

As the Game of Ombre comes from Spain, and 
as that is practiſed every where, it may alſo be prac- 
F 3 | tiſed 
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tiſed in France; beſides that it renders the Game 
more animated and entertaining. 

Formerly, when any one played out of his turn, 
he was beaſted; at preſent, he is not; unleſs it is 
ſo agreed. 

It was likewiſe formerly the practice, that when 
you had drawn a Card from your Game, and the 
Ombre had ſeen it, he called it, and you was oblig- 
ed to play it, if it could be doue without a Renounce; 
at preſent, you are not obliged to play it, till it is 
down on the board; however, if a Player ſhould 

defignedly how a Card, which not being play'd, 
might prejudice the Ombre, or make him loſe tho 
Game, he ought to be obliged to play it, if he can 
do it without renouncing, and if he cannot, he 
ſhould be beaſted, for having ſhown => Card with a 
bad defiga. 

As it is of importance eo know ho number of 
Trumps play'd, he who is to play, ts allowed to 
leok at the Tricks of the other Players, as often, 
and as long as he pleaſes; and it is the ſame whe- 
ther there are any Trumps play'd or not. 

It is not permitted for the Ombre to ſay, I give 
it up, for if he does, he is beaſted; and the ſame 
method is obſerved here, as In the preceding caſe, 
except that he makes only one Beaſt, not having 
ſhown his Cards, 

It likewiſe is not permitted, for either of the 
Players, during the time of playing, to ſay,when he 
when he is not aſked, Have you the King? I trump 
ſuch a Suit: Such a Suit has paſs d: play ſuch a 
Card: the Ombre has taken ſo many : he has got 
ſo many Tricks: I have fo, many : he has won Co- 


dil: play * beſt Card: you ſhould have play'd 
ſu 
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fuch a Card: that is very bad play: you have 
done very well; or other like difcourſe, which may 


| diſcover the Game, or prejudice aty of the Players; 


if you want to know any thing, you muſt examine 
the Tricks, but nothing more,; for the Game of 
Ombre is no longer agreeable, when talking is al- 
low'd, and leaſt of all when it is mal-a-propos; and 
they who do it, muſt be deemed indiſcreet or de- 
ſigning people, ignorant of the nature of play and 
of life, to ſay no worſe; and ſuch players deſerve to 
be beaſted, if what they ſay can be of prejudice to 
any of the Players ; altho' by the courteſy of play, 
it is not done, 

If he who has a King, plays by deſign, or o- 
therwiſe, a Card of the Suit of the King, and ſays, 
I have not the King, Gano of the King, or to your 
King, he is beaſted ; for it is a manifeſt trick and 
falſity, which ought. to be puniſhed wherever it is 


found. 


If the Pack is falſe, the Deal js void, if it is 
perceiv'd in play, but if not till after all the Cards 
are play d; or that there is only one Card in each 
of the Players Hands, or when he that ſtands the 
Game has made five Tricks, and thrown down his 
Cards ; the Deal then ſtands good. 


Of the BrasT and the Renounce. 


The Beaſt is made every time that he who ſtands 
the Game does not win; to do which, he muſt make 
five Tricks; anlefs one of the other Players ſhould 
make three Tricks, and the third Player two, for then 
if the Ombre makes four Tricks only, it is fufficient. 

The Beaſt is Hkewiſe made, when any one plays 
vith more or 16G than nine Cards, 

F 4 } It 
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It is alſo made, when there is a Renounee: but 
to make a Renounce, it not ſufficient that the Card 
be down on the board; or that he who wins the 
Trick, has play'd a Card for the next; but the 
Trick muft be turn'd, otherwiſe he may take hi 
Card up again, and play in the right Suit; unleſ; b. 
he has himfelf play'd again for the next Trick, d 
for then he cannot recall it, unleſs it ſhould preju. 
dice the Game, for then he muſt take it up again; Wl ar 
but is beaſted nevertheleſs : but if all the Cards are 
played, the Beaſkas made, and the Cards cannot be 
taken up again 

He who renounces ſeveral times in the fame Dea}, 
after the Tricks are turn'd, makes only one Beal; 
jf it is nat perceived till after the Renounces are 
made; but if aſter being detected in one, he make 
a Second, he is twice beaſted ; and ſo of the third 
and fourth: and in both caſes, he is obliged u 
take up the Cards he has play'd wrong, and play 
the Game as it ought to be: but if even the laſ 
Trick is play'd, when there are ſeveral Renounces 
in the ſame Deal, and the Cards are not mixed, that 
does not prevent him who ſtands the Game and loſe: 
it, from being beaſted. | 

All the Beaſts made the ſame Deal, whetherby Re. 
nounce; by having too many or too fewCards,or other. 
wiſe, go together the following Deal, unleſs it ſhould 
be agreed to put them ſeparate ; and it is not at the 
option of him who makes them, but of the majority 
of the Players, to place them together or not. 

If one of the Players that defend the Poul, by 
want of attention, ſhould forget in-what Suit they 
play, and ſhould aſk the other, who (by miſtake or 
otherwiſe,) ſhould ſay Spades inſtead of Clubs; he 


"who 


who trumps with a Spade does not Renounce, if he 
has none of the Suit led, as he is allowed to paſs it; 
but he cannot take up his S again, nor is he 
beaſted. 

He who ſtands the Game and loſes it, and i 1s beſides 
beaſled for a Renounce, ; has his choice, to place 
thoſe two Beaſts together or ſeparate. 

When there are ſeveral Beaſts, after the firft is 
drawn, the higheſt goes next, and ſo of the others. 

Obſerve, that every Beaſt that is made, on what- 
ever occaſion, is always of value of what the 
Ombre takes up if he wins; therefore, the prudent 
Player, in order to avoid ſo great an inconvenience, 
will make it an invariable rule, fo tell his Cards 


' hen he takes in, before he ſees them, that he may 
, be ſure he has not more or leſs than nine Cards. 


Obſerve too, that the Tricks may be divided in 
different manners, according to which you win, or 
are beaſted. | 

There are only two ways of winning, which we 
have already deſcribed ; we ſhall now ſhow the 
different ways of making the Beaſt. 

When each Player makes three Tricks, the Om- 
bre is beaſted; and this is called a Remiſe by 
bree. 

When the Ombre makes four, and one of the o- 
bers four alſo, the Ombre is beaſted ; and this is 
alled a fomple Remiſe. 

When the Ombre makes four Tricks, and one 
f the others five ; or when he makes three, and one 
f the others four,, and the third Player two, the 


a Dmbre is beaſted; and he that makes the moſt 
nicks wins; and this is called winning Codill; 


A which we ſhall here make a ſeparate article. 
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Tho Codilt at the Game of Ombre, is, when not 
being Ombre you win five Tricks, or four only, if Wt 
the other five.are ſo divided, that one of the Player b 
Has two and the other three. 

He who undertakes Codill, ſhould. play with ho. Wh! 
nour,. and not demand Gano,. when he can make WH 
four Tricks without it; but as there is no penalty Wit 
for ſo doing, there are ſome perſons who are not o- 
ver ſcrupulous on that head; and all that can be 
done in this, caſe is, to be on your guard again 
ſuch Players, for the remainder of the party, and nd 
to play with them for the future. | 

There are many Players who demand an with. 
out any regard, and if they win Codill, he is not 
blamed. who aſked it, but he who with too much 
ſacility granted it, when he could make it a lol 
Game, without making Gano; for it is better thu 

Codill is made, than the Ombre ſhould win. 

He who wins Codill draws what the Ombre would 
have drawn if he had won. 

If the Ombre demands Gano to prevent Codil|, 
he is. beaſted; for that muſt not by any means bf 
permitted. 2 ol 

There are ſome Players, who finding'their Rentret 

not favourable, aſk leave to give up the Game, a 
be beaſted, in order to prevent Codill : but ſuch for 
of play is quite inconſiſtent with the ſpirit of On. 
bre, tho there is no law on this head; however, it i 
not practiſed by thoſe who pique themſelves on Las 
lite behaviour. 

It is therefore not permitted, by a any means what. 
ever, to prevent Codill, but by good play, and by 

| refuſing 


1 
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refuling Gano' when ir appears to be 4 
improperly. 
not And you are th remember aMo, 40 is bee 
ier to viſe the giving of Codill; than to bet the Om. 
en dre win. 

When he that alpires to Codill, demands G66 t6 
his fourth Triek, and Man another fare one im his 
Hand, he ougkt not in Honotir to draw the Poel; 
it is the fande if KEaſkv it to his third Triclæ, and bus 
two other ſure Fricks If his Hand; the By the r. 
your of play he may do it. ä 
He who iv to play firſt; and is not the Ombre, and 
may have four ſure Tricks in his Hand, when he 
has a King or Tw6; which may be paſs d, and; who 
has beſides, a Queen of another Suit; ke ought not; 
in honour, to begin by playing his Quren, neither 
by aſting Ganoꝶ nor by any other Card; nor by afles 
ing the ſupport of the third pluyer, nord6any thiby 
elſe, but play his King firſt, and demand Gano; aud 
if it does not paſs, and he has two of them, to de- 
mand it for the otler; and if rhut de nbt paſs; he 
may then aſk it for the Queen; for, if he begim 5 
demanding it to his Queen, anck it pailts, and a 
that one of His Kings ſhould paſs Hkewiſe, tho! he 
did nor thien aſk Gins, he would hive Codilt furt; 
and it is not permitted to demand to the firſt Trick, 
When you' may Have four other ſare ones in- your 
Hand; however, there is no preventing the Stake 
from being dfawh'in this caſe, nör in any off thib 
where Codill is won mil-a-propos ; but when it fo 
happens, the fair Player always refuſes to draw it, 
and the honour of thoſe who do not refuſe dende: 
ſerves to be ſuſpected. ed 


However, 
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However, it is better, as was ſaid before, to ſuf 
Codill to be made, than let the Ombre win, whey 
there is no alternative, or when the caſe is dubious; 
becauſe there will always remain a Beaſt on the 
board: and in this caſe, he who wins it may draw i 
without ſcruple. 

It is to be obſerved likewiſe, that when Gano ij 
demanded improperly, and the Card paſſes, and i 
could not be prevented, Codill may be 11 juſt 
won; the honour of play not requiring it to bere. 

"mitted, but when Gano is granted, where it might 

| have bees refuſed, and Codill is won in conſequenc: 
thereof. 
The Ombre is not at liberty to give Codill to whon 
he pleaſes, but is obliged to win when he can; an 
if by not doing it, he ſuffers him to win Codill, tha 
would not otherwiſe have done it, he ought to py 
what the other Player loſes, 


Of tbe Manner of Marking the . 


It is to be remembered, that in marking the 
Game, every Counter ſtands for three. Remen. 
ber alſo, that when the Players are marked differ 
- ently, one more, another leſs, they paſs, and make 

the Beaſt, —_— to him who is marked the 
moſt. 
This being l the marking of the Gane 
is begun, by each Player's putting three Counter 
before him, in the following manner: 
r 
If neither of the Players having a Hand to play, 
they paſs ; each Player then puts two more Counter 
before him, in this manner : 


ee We Woe We 
And 


4 Xt 
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ufer 
Then 
Jus; 


And fo as often as they paſs, they add two Coun. 
ters, on the ſame line with the others : unleſs when 
they play three and one, for then they place at firſt 
three, and one each time they paſs, | 


When the Poul is drawn, they begin again, by 


placing each three Counters before him ; but when 
there are ſeveral Beaſts, after drawing the firſt, they 


only ſtake two Counters; and that as often as the 


Beaſts are drawn. 

When Codill is won, tho' there are ſtill Beafts re- 
maining, each Player puts three Counters before 
him; which is only practiſed when Codill is won: 
and if there are others to be drawn after, that are 
not won by Codill, they only mark with two Coun. 
ters: when-they play three and one, they place 


three for the Codill, and one for the other Beaſts, 

The Beaſt is marked by two Counters under. 
neath ; for example, every one ſtakes three Coun. 
ters at firſt, if they paſs, they each place two Coun. 
ters more, which makes five Counters befose each 
Player; which are the 2 and are mark'd as fol- 


lows : 
O O O © 0 


If the Ombre loſes, the Beaſt will be forty-five 
Counters; for there are ſive before each Player, 
which makes fifteen, as each Counter ſtands for 
three; now fifteen for each of the three Players, 
makes forty-five 3 and the Beaſt is mark'd in the 
following manner : 


0 000 0 


O O And 


rr 
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And io as often as they paſs, they place to the 
tower row, two more r as in the 1 
_— 

| 0 0 0.0 © 
0 © © 0 


He who makes the ſecond Beaſt, is beaſted the 
whole, that is, one hundred and twenty-fix Coun- 
ters; for three is, firſt, five Counters before each 
for the beginning, which makes forty-five,- as we 
have juſt now explained; forty-five at firſt, and four 
Counters before each for the Paſſes; that is, three 
times twelve, makes thirty-fix';. and that added to 
the forty<five at the beginning, and forty-five for 
the firſt Beaſt,, makes one hundred and twenty-ſix, 
n the ſecond Heaſt, and is thus mark d: 


00000 
80 0 0.6 
6 0 + - 


He that makes the third Beaſt, is beaſted no more 
than the Counters: that are under the ſecond Beaſt; 
and is mark'd by placing it ſtill lower; and fo as 
often / as there are Beaſts; but to avoid the difliculty 
of counting the Beaſts, which embaraſſes many Play- 
ers, there are pieces of ivory, mark d with the num · 
ber of the Beaſts, which. thoſe who mark, place be- 
fore them. 

The following table will be of uſe to thoſe who 
| have not ſuch marks, as it ſhbws-at one view, the 
value of the Beaſts that xiay(be made. 


* 


TABLE 
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5 TABLE OF THE gr Fra 
9 11 2 7 
27 [ 71. —5 108 126 

6 Th „ 10 
| | 244. | 172 i80 | 198. 216. | 
; | 11h 12 3h 14 11 

234 252 1 279 | 288 | 306 
n. | | a N | 
h This Table ſhows the value of the Beaſts, when 


e the Ombre loſes by Remiſe; if in the interval of 
Ir of theſe Reaſts, there are Deals that are paſs'd,. you 
ee are to add for each. Paſs, two Counters, which 
makes eighteen to be added to the value of the 
Beaſt marked in the table; for example, if on the 
Beaſt of go, which we ſuppoſe to ariſe from the 
common Game of two Counters, there is a paſs; 
the Game is augmented by two Counters, which 
make 18, as before ſaid ; ſo that the Beaſt on that 
Deal is 126, whereas if it had been a ſimple Deal, 
it would have been only 108, as in the table: and ſo 
for every two Counters extraordinary, there muſt 
be added eighteen. 

But to give a clear idea of the manner of count- 
ing the Beaſt, in two words, it is ſufficient to ſay, 
that the Beaſts is to be nine times as much- as is 
marked. before one of the Players; to which number 
muſt! be added; the Braſt or Beaſts that go, if there 
are any that go that Deal; and when. the Game is 
drawn by Codill, as it is marked: by-three Counters, 
it is conſequently augmented by 29; and in that 
caſe, you haveonly to obſerve, the ſame method, of 
counting nine times the number of Counters,: that 


are © before one-obthe:Players, © , bu 


e 
. 
| 


} 
N 
} 
{ 
p 
4 
F 
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The fame method is obſerved when you play 
three and one, that i is, you multiply by nine, each 
Counter that is before one of the Players, adding 
the value of the Beaſts that go on the Game; the 
only difference that is between the two methods, is, 
that in the former caſe you mark by two Counter, 
each Paſs, and in the latter by one only. What i, 
here ſaid, is abundantly ſufficient to ſhow the con. 
mon manner of marking the Game; we will noy 


mow the manner of marking it, à la Bavarej/e. 
Of the Manner of marking the Gans, à la Bavaroiſ. 


Each Player takes commonly 300 Counters, the 
value of each Counter being ſettled by the Players: 

the Fiſh which in the former method were valued 
at twenty Counters, here go for ten only. 

At the beginning of the Game, each Player puts 
three Counters before him, and every time they paſs, 
two more. 

Three Ann are paid. for the Conſolation; 
ſour for the Sans Prendre, and one for each Mata- 
dor ; two Fiſh are paid for the Vole; and there iz 
only one Beaſt drawn, tho' there are ſeveral, if they 
are feparate : beſides the two Fiſh for the Vole, 
the Sans Prendre, the Matadors, if they URE place, 
and the Conſolation, are paid as ufual. 

And if a Player undertakes the Vote, and does i 
not make it, he pays to each ofthe others, two Fiſh, hi 
and receives at the ſame time, the reſt of the Game, th 
as if he had won a common Game. The firſt Beaſt 
is never more than g, and the ſecond 24, the third d 
30, and fo increaſing by fixes z which make always is 
the number of Counters that ſhould be on the Game, b 
or; om A or diminution, of 
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lay "Of the VoLr. 

The Vole is made when one of. the Players wins 
ius n the Tricks. 

the The advantage of making the Vole is, to draw all 


15, ne Beaſts that are on the Game, and when there are 
0 Beaſts, or only one, he gains the double of what 
ere is; for example, if there are five Counters be- 
m- re each Player, and one Beaſt of twenty-ſeven, the 


dul is ſeventy-two ; that is, forty-five for the Tours 
r Counters, and twenty-ſeven the Beaft : the two o- 


her Players, therefore give him, befides the Poul he 
iraws, thirty-ſix Counters each. The fame rule 
he {Who!ds good, whether the number is more or leſs: 
: WS! there are two Beaſts, he draws them, and has no- 
bing more; but if there are ſeveral Beaſts- that go 
together, becauſe they were made the ſame Deal, 
dr becauſe he who made the laſt put them together, 
he is paid the double ; the ſame as if there was but 
ne. 

As the vole is not eaſily made, it ſhould not be 
attempted but with a fair proſpect, for when you have 
once undertaken it, you cannot draw back, 

Now the Vole is undertaken, when the 99. 
having made the firſt five Tricks, plays another Card, 
In which caſe the other Players, may ſhow each 0- 
other their Hands, and conſult on the beſt method of 


preventing the Vole. 
You are to obſerve, that if the Ombre after taking 


his Rentree, looks at his Diſcard, he cannot make 
the Vole, 


If he who undertakes the Vole, does not make it, 
the other two divide what there is on-the Game that 
is the Tours and the Beaſts « nevertheleſs, if the Om- 
bre has play'd Sans Prendce, or has Matadors, he - 
pai 


- . 0 7 
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| paid them, tho? he draws nothing for the Game 
| When the centre is admitted at this Game, it mul 
be previouſly agreed on, *57 $952. 
If the eldeſt Hand will play, and demands of the 
others, if they play Sans Prendre, and the next 
Player ſays yes, and the third ſays, he will play 
Sans Prendre, and go for the Vole, he has tho 
Preference, if neither of the other Players vil 
undertake the ſame : and when that is ſettled, 
the other two may ſhow their Cards, and Diſcard, 
And play in concert, in order to prevent the Vole, 
It is the ſame, if the firſt or ſecond will play San 
Prendre, and the other will go for the Vole ; if bs 
does not make it, having undertaken it by the Con. 
tre, he is to receive nothing, tho he wins the 
Game, and pays for baving miſs'd the. Vole, what 
he would have receiv'd, if he had won it, and i 
| beaſted what is on the Game. | 
Ombre being of the ſame nature, with the Game 
. of the Beaſt, to which in France the Contre is ad- 
mitted : it may for the ſame reaſon be admitted at 
Ombre; as it gives a greater latitude to the Game, 
tho" it cannot be ſuppoſed that ſuch ſort of Gamez 
_ ould often happen. | | 
The Ombre cannot make the Devole, nor either 
of the others the Vole, tho' in fact, they ſhould do 
it; for the firſt can only be beaſted, and the o- 
ther draws nothing, as when he wins Codill. 


Of the Duration of the PLA x. 


As this Game requires a cloſe attention, it is pro- 
Per to ſet ſome bounds to it. 


You 


ou agree 3 the nomderef the Pouls 
t you intend to play, rn 
thirty, or at the moſt ſorty. 

As the Pouls are won, they ſet a Counter on one 


e, and theſe Counters ſerve to pay for the Cards, 
well as mark the Game: but obſerve, that when 


dill is won, there is no Poul mark'd. | 
When the number of the Pouls is finiſh'd, you 
y play the Tours, that is to ſay, three Deals for 
hone ; or till the fir Beaſt 3 but there is ns 
figation, unleſs it was ſo agreed, and there is no 
n for complaint, if a Player does yok ch * 


ame, 
mul 


f the 
next 
play 

the 
wil 
led; 
ard, 
ole, 
Jang 
' be 
| 


dit, 

He that quits the party before the 5 
Games agreed on, are play'd, pays all the loüngs 
the Game; unleſs ſome unforeſeen accident, or 
her law ful cauſe, ſhould oblige him to it, in which. 
, in honour, he ought only to pay as far as the 
ime is gone; or to be allowed to finiſh the party 
other time; making à minute of the ſtate of th 
ime when quitted: but this is to be underſtood 
en you play with people of honour, for if a. Player 
ds himſelf betwixt two ſharpers, the the cafe is. dif 


rent, 


Of the different G a MR 8, that may be player. 
Nothing embarraſſes the learner ſo much, as to. 
ww when to ſtand his Game, and when to pas ; ; 
d order to elucidate this point, we ſhall here collect 
de ſmalleſt Games that can be play'd ; that the 
layey may know what he is to rely on. 

li is the general rule, that to play, * ſho 

ave three ſure Tricks in Trumps ; for the mo 


that 


| 
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that you can expect in four of five Cards that j 
take in, is to make two Tricks; now that iz 
leaft that you can have, for, as we have ſaid, 
muſt almoſt always, have five Tricks to win; hoy 
ever, as you may endeavour to divide the Tricks, 
giving one of your adverſaries two, and the oth 
three, you may ſometimes play abolder Game, 
© Here follows a detail of the fmalleſt Games thi 
ean be reafonably play d; we ſhall begin with thy 
black Suits, that is, the Spades and Clubs; obſeryig 
in the firſt place, that you play in all Suits witht 
three Matadors ; for which reaſon, they are nothe 
_ . | 


\ Games! hich may be fl in Black, 


2+ Manill, Baſto, King, Five. 2. Spadill, 
to, King, Five. 3. Spadill, Manill, King, bu 
4. Spadill, Manill, Six, Seven. 5. Spadill, ! 
Deen, Seven. 6. Manill, Baſto, Queen, Fin 
Six. 7. Spadill, King, Queen, Knave, Seve 
8. Manill, King, Queen, Knave, Seven. 9. l. 

to, King, Queen, Knave. 10. Manill, Bak 
Seven, Six, Five, Four. 11. King, Queen, Knay 
Seven, Six, Five. 12. Spadill, King, Un 
Four, Three. 

There are an infinity of other Games, of whi 
It is impoſſible to give a particular account. 
© Remark 1. That the Cards muſt be all of ti 
fame Suit, except the black Aces, which are are 
ways Trumps. | 

2. That the King of another Suit may hold ti 
place of a Trump, except it be one of the principu 
ones, 


3. Whe 
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z. When a King is. charg'd, that is, when you 
ve ſeveral Cards of the ſame Suit to lay out, you 


oft always xrumped. - | mY 
Games that may be 1 in Rep. 
1. Spadill, Manill, Ponto, Four. 2. Baſto, Manill, 
2 3. Spadill, Baſto, Ponto, Three. 4. Spad- 
, Manill, King, Queen. F. Spadill, Manill, 
ave, Three, King. 6. Spadill, Baſto, King, 
geen, Knave. 7. Baſto, Ponto, King, Queen, 
nave, 8. Manill, Ponto, King, Queen, Knave, 
Manill, Baſto, King, Queen, Three. 10. Man- 
|, Baſto, Knave, Two, Thai Are. 11. Spadill, 
aſto, King, Two. 
Remark 1, That what we have aid of the Games 
be play d in Black, is to by ander in 221 


ortion of the Games in Red. 
2. That as there are more Trumps i in Red than 


Black, you muſt have a better Hand to win. 
z. That the above Games are the ſmalleſt that 
an be play d, and that there are numberleſs other 
tter Games, which it is needleſs here to mention. 
4 That you ſhould have a better Game when you 
rein Cheville, that is, when you are betwixt the firſt 
d laſt Players; the reaſong is, that they may make 

urns that are embaraſſing, and by which you are 
Imoſt always over- trumped. 

Having thus given the detail of the Games that 
ay be play d by diſcarding, let us now ſee, what 
ames may be play'd Sans Prendre, 


| 


* 


Game: 


innot put much dependance on it, as dans are al- 


= CR * — E Swe OS =_— 4 
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Games i in BLACK, which may beplly'4Sams Pzaxy 
. Spadil „ Baſto, 
ROTO —— four — — pay 
Trumps and aRenounce. 2. Spadill, Mull „K 
Knave, King, King, and Renounce, a Renoun, 
3 Spadill, Manill, Baſto, King, King. 4. Spad 
Manill, Baſto, Six, Three, Four, and Renouy 
a Renounce. 5; Manill, Baſto, Queen, Kt 
Four, Three, King. 6. Manill, Baſto, Six, R 
Four, and Renounce, a Renounce. . . Baſto, Kiy 
Queen, Knave, Seven, Six, King. 8. King, Qui | 
Knave, Seven, Six, Five, Four, King. 9. Spul 
"King, Queen, Seven, Six, Four, King, Renoun 
a Renounce. . 10. Manill, King, Queen, Kr 
Seven, Four, King, Renounce, a Renounce, 
Games in Rev, t be playd Sans Prenbas, 
1. Spadill, Manill, Baſto, Three, Four, ki 
King. 2, Spadill, Seven, Bafto, King, Thr 
King. 3. Spadill, Manill, Ponto, Six, 
King, Queen guarded, Queen guarded. 4. 
ven, Baſto, Queen, Knave, Two, Six, King, W 
guarded, Queen guarded. 5. Baſto, Ponto, Ki 
Six, Three, Two, King, Queen guarded, Gs 
guarded, 6. Ponto, King. Queen, Knave, I 
Three, Six, King, 7 en, Baſto, n Fou 
Three, Five, King, a Renounce, à Reno 


A good Player 3 Prender, with 


much ſmaller Game, eſpecially when he is firſt 
laſt Player, 


As many perſons have defired ſome rules, ft 
Meir conduct in play; in order to ſatisfy th 


; this head, we ſh all here give an aceaunt of tome 
ames which may be loſt by wrong play, but won 
hen play'd in the manner here ſet down. 

It is not to be ſuppoſed, that theſe Games are to 


ſcribed, becauſe, the Games of the two ather Play- 
rs, may be quite otherwiſe diſpoſed, than in the 
xamples here given, but except in extraordinary 
ſes, it is certain, that the method here laid down, 


ave] occur'd ; and of which the trouble has been 
ken to collect them together. 
The Ombre plays Sans Prendre in Spades. 
He is eldeſt Hand, 
The Onibres Game. 


Manill, King, Queen, Knave, and Six of Trumps, 
ting of Clubs, King of Diamonds, Quaen, and 
Three of Hearts. 

The fecond Player's Game. 
Spadill, Seven, Five, Four of Trumps, Queen 4 
Lnave of Clubs, King and . Six of 
f Diamonds. 


Fi 


Third Player's Game. 

Baſto and Three of Trumps, Knave, Four, 'Two 
nd Three of Diamonds, Ace, Five and Four pf 
Hearts. 

The Ombre loſes the Game, by making his feſt 
ead with the King of Clubs: the laſt Player 
rumps it, and leads a Heart; the fecond Player 
makes his King, and Knave of Hearts, and leads a 

lub, and ſupports with Baſto ; if the Ombre had 

paſs'd it, he would have loſt Codill; he takes it, 
and it is a Remiſe; whereas by leading a trump at 
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e infallibly won, when play'd in the manner here 


the moſt ſure. They are, moreoyer, Games that 


1 
7 
1 
1 
1 
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firſt, he could not ne! lis lain by wi 


_ follows.” - - J 
Ihe eldeſt Hand pe out with the Ries: Ty 
fecond takes it we MY the third plays up 
Three.” 3 

The 80 n who won as Trick, oa the 


a Club, the third trumps it with his Baſto, and t 
Ombre plays his King; he who won the laſt Trick, 
teads a Heart, the Ombre plays his Queen, and t 
fecond Player takes it with the King, which make 
him two Tricks: he then leads the Knave of Hear 
by which he makes a third Trick, but he makes u 
more; for the Ombre has ſtill got Manill, Que, 
Knave, and Four of trumps, and the King of Dis 
monds ; with which he makes five Tricks. to 
If Diamonds are led, he enters with his King WW": 
and leads trumps three times, and brings out the C- 
Seven, Five and Four, which are in the Hand of the” 
ſecond Player; if Clubs are led, he trumps with”? 
the Six, and leads as before, three times trump, 
and makes the fifth Trick with the King of Dia. Vi 
| monds, which is good, as there are no more Trump. Mi 


The Ombre plays Sans Prendre in Clubs. 01 
He is in Cheville, that is, feoond Player. . 
2B The Ombre's Game, : 


| Manill, Baſto, King, Queen, Five, and Three of Wh 
Trumps, that is, four falſe Matadors, fix Trumps, WW": 
ve Queen of Spades n and the Knave of on 
of 8 pa 
he eldef Hand's Game. — * ir 

Six of — King, and Six of Diamond; W. 
Kings Knave, Ace and een. : Six and se- c 

ven of n | ms 1 
7 


vat 


> of 


aps, 
» of 


ds: 
Se- 
The 
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© The joungeſ Handi Cas. 
— Knave, Seven and Four of Trumps; Ace, 
Two and Four of Diamonds; King __ * of 
Spades. 


The Gb loſes * Gen by WES with | 


the Five, the King of Hearts, which the eldeſt, leads 


firſt; the Ombre is over-trumped by the Seven z 


Diamonds are led; the Trick is won by the eldeſt, 
who leads a Spade, the youngeſt makes two Tricks 
on the Ombre, which makes him three Tricks, 
and by Spadill a fourth; ſo that it is a Remiſe. 


There are notwithſtanding, two ways of winning 


the Game. 
The firſt is, by playing the Lande of Diamonds 
to the King of Hearts, which way the firſt lead, and 


that the more, as he throws away a Fauſſe, or ſmall 


Card: if after that, the eldeſt returns it, by paſſing 
or trumping with a falſe Matador, the Ombre can- 
not then loſe. 

The ſecond way 1s, to trump the King of Hearts 
with a falſe, Matador, in -which caſe the youngeſt 
will over-trump with Spadill, and make the firſt 
TR... 

He then Dads a Diamond, the eldeſt takes it with 
the King, and the Ombre plays the Knave. 

The eldeſt returns in Spades, by which means 
the youngeſt makes two Tricks i in that Suit, which 


with his Spadill makes three ; after which he can- 


only enter by a Diamond, which the eldeſt Hand 
paſles ; the Ombre trumps with the Five, and by 
trumping. out three times, he driws the three trumps 


which remain in the Hand of him who made the 
three Tricks. py 


G | The 


i 
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T Onbre plays Gast Rrendet ig Diamonds | 


He is youngeſt Hand. 
The Ombrt's Game. 


Manill, Baſto, King, Queen, Three, Six 634 Four 
of Trumps, Knave of Hearts, and Knave of Club, 


78 The elde Hand Game. | 
Ponto, in Trumps, King, Knave, Seven. and 
Threeof Spades, Three, Four, Five, and Six of Club, 


The ſecond Player's Game. 


Spadill, Knave, Two and Five of Trumps ; King 
of Clubs ; King, Queen, Six and Five of Hearts, 
This Game is loſt thus; 
The firſt Player leads a Club, the ſecond takes it 
with the King, the Ombre plays the Knave. 
The ſecond leads the King of Hearts, the Ombr: 
plays the Knave, and the eldeſt a ſmall Club; the 
ſecond who wins that Trick, leads the Queen of 
Hearts, the Ombre trumps with the King, and the 
eldeſt over-trumps him with Ponto; he then lead: 
ſmall Club, the ſecond trumps with the Knave, 
| he Ombre over-trumps with the Queen, and leads 
Baſto, the eldeſt plays a Club, and the ſecond the 
Five of Trumps ; ; ſo that with Spadill and the two 
of Trumps, he waits for the Ombre, who has only 
Manill and the Three, | 
Now he would have infallibly won hs Game, if 
1 of trumping the ſecond Heart with his King, 


he Ba. trumped with a ſmall Card. 
It is true, that it cannot be ſaid, that it was en- 


tirely the Ombre's fault that he loſt, for it was ne- 


ceſſary that Ponto ſhould be with the eldeſt Hand, 


to make him loſe. 
It 


. a 


"0 Wh nr” 7 


It thuſt be owW²äLd therefore, that tho? an extehfbe 


knowledge of the Game, and 7 attention, ate of 
t uſe in ſome caſes, yet it frequently happens, 

82. 7 good Player with much cate, will 7 

Game, when a blockliead, without any, would 


win it. 


Having thus ſewn how a Saus Prendre a2 be 
loſt, in the ſeveral fituations of firſt, ſecond; — 
third Player; we will now now how it any be . | 
after diſcarding. 


The Ombre plays in Spades. 
He is eldeſt Hand. | 
The Omtbre's Game. w 
Spadill, Manill, Six, Five, Four and Three of 


Trumps ; he takes in a Heart, a Club and a Dia- 
mond. 


The ſecond Player Game. 


Baſto and Seven of Trumps ; King and Six of 
Clubs; Ace, and Five of Diamonds ; Knave, 
Three and Six of Hearts. 


The third Player's C. 


King, Queen, Knave of Trumps, King-and Se- 
ven of Hearts, Queen of Clubs, King, Knave, and - 
Two of Diamonds, 

The Ombre loſes ti Game in this manner: he 
leads Spadill firſt, the ſecond plays the Seven, and 
the third the Knave; he then leads one of his 
Fauſſes, which the third wins with the King:; he 
leads the Queen of Clubs, and aſks Gand of the 
King, that makes him two Tricks; he leads his King 
of Diamonds, to which the Ombre plays a ſmall 
one, that makes him three Tricks; hethen returns 

G 2 a Dia- | 
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eee trumps, and 44, quer- 
: FumpeE b by 5 the, ſecond, who, waits, for him with 
Baſto; after Which he remains third Player, and has, 
already three Tricks, and the King and Queen of 
Trumps, with which he muſt neceſſarily make a 

fourth. 747 
+ > Theſe fort of Games are to be play d with ſpirit ; 
for if you endeavour to ſineſſe, by diyiding the tricks, 
your rarely ſucceed ; for as you may be over-trump- 
ed, and have Fauſſes which may be drawn at any 
time, by demanding Gano, you are in danger of 

| loſing Codill. | | 

" So that the moſt certain, and almoſt the only me- 
thod-of winning, is to trump about twice; if there 
are two Trumps in each Hand, you have a ſure 

Game, as there are only eleven trumps in black; 
of which you have ſix, and four ate drawn by your 
i Spadill and Manill; there remains therefore, only 
one for them to make, and your three Fauſſes, 
which make four, and you make the other five. 

When it is ſaid, you ſhould trump out twice, it is 
to be underſtood, that both your adverſaries have 
play'd Trumps to your firſt lead, | 

The Ombre plays in Hearts; and is in Cheville, 
The Ombre's Game. 

Spadill, Ponto, Queen, Two, Three, Four and 
Six of Trumps, King of Diamonds, and Knave of 
Clubs. 1 ; | | | | 

Manill, Baſto, King and five of Trumps, King 
and Queen of Clubs, Queen, Knave and Three of 

Spades, ; : | 18 

pbe youngeſt Hand: Game. 
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Knave of Trumps; King, Seven, Six, and Five 
of Spades; Six of Clubs; Queen, Thres and Five 
of Diamonds. 1.474. .0: Yen wad) ods 

This Game is loſt in the following manner. 

The eldeſt leads his King of Clubs, the Ombre 
and the thifd Player paſs it; he then leads the 
Queen of- Clubs; the Ombre trumps it with the 
Two, and the third over-trumps him with the 
Kuave, and. by that means the Ombre loſes the 
Game: for the laſt Player then leads a Diamond, 
the eldeſt trumps it with the Five, Which makes 
him two Tricks; and has ſtill in his Hand, Man- 
ill, Baſto and King, with which he is ſure to make 

two Tricks: whereas if the Ombre had trump'd 
with the Queen, he would have won the ſecond 

Trick : after which, Teading a ſmall Trump, the 

third would have play'd his Knave, and obliged 
the firſt to have taken it with his King; or, if he 

had play'd the Five, in order to give the Trick to 
the laſt Player, the worſt that he tould have done, 
would have been to have play'd a, Diamond, which 
the eldeſt would have trump'd with the King, oy 
which he would have won the Trick; after whic 


— 9 6 — 2 


he would have only Manill and Baſto left, with 

f which he could have made only one Trick; be- 
cauſe Spadill,, which the Ombre would not have 
failed to have led, as ſoon as he got the lead, muſt 

7 have won one of them. ; 

f 


It might poſſibly have ſo turn'd out, that the 
Ombre by trumping with his Queen, mighthave loſt 
the Game; but this is certain, that when you have 
ſeveral Trumps, it is right to trump with the high- 
eſt, to prevent thoſe who defend the Game, from 
making their ſmall Trumps, and to get the lead, 

G 3 that 


< 
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that you may trump out; for if the Game is ever 
o little divided, you cannot loſe it. 


4 The Ombre plays i in Clubs, and is en. 
; The Ombre Game. 


7 spadil, Baſto, Queen, Five and Six of Trumps, 


King, Three and. Seven of Hearts, and King of 
Diamonds. 

The Game of the eldeſt Hand. 
Manill, King, Knave and Four of Trumps, Knave, 
Ace and Two of Hearts, Two of Diamonds, and 
Seven of Spades. | 

1 2 The Second Player's Game. 

Three and Seven of Trumps; Knave, Ace, Three 
and Six of Diamonds ;, King, Six and Three of 
Spades. 

This Game is thug loſt. 

The eldeſt leads the Two of Diamonds, the ſe- 
cond paſſes it, and the Ombre takes it with his 
King ; he then leads the King af Hearts, the eldeſt 

lays the Two, and the ſecond trumps with the 
. ; and then leads the Three of Trumps ; after 
which it is impoſſible for the Ombre to win. 

, But if the Ombre, inſtead of leading his King of 
Hearts, had tyump'd out with the Six, the eldeſt 
would have won it with the Knave, and the third 
have play d his Three; the eldeſt would then have 
led a Heart, the ſecond would have trump'd it with 
the Seven, and the Ombre have play'd a ſmall 
Heart; after which the ſecond could have only led 
Spades or Diamonds; if he leads Diamonds, which 
is a return, the Ombre plays a ſmall Heart, if be 


a Sales, which has not yet been led, the * 
re 


ger. 
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bre trumps with the Five, atid the elde piſſes ; büt 
if he had over-trump'd, the Ombre could no longer 
loſe the Game. | 

It is unneceſſary to give more examples; 3 Tuan 
in theſe caſes, will be of more uſe, th y pre- 
95 cepts. a 
of We have thus own all the common methods of 

playing the Game of Ombre, 
There are befides, ſeveral capricious manners of 
playing the hazards of the Game, which are called 
4 Pretintailles-; and have been invented only to in- 
d bance the grin br toſs ; and whick 6aght hever to 
be play'd, but by thoſe who are well acquainted with 
the Game; or when you play with thoſe that have 
a ſuperior knowledge of the Game. The reader 
will find, in the explanation of the terms of the 
Game, an account of all the different hazards; of 
which there is How not much uſe made. 


2 


Of ForcgD SPADILL. 


This method of playing Ombre, is divertivg e- 
nough, when you play for amuſement, becauſe there 
are almoſt always Beaſts on the board, and you fre- 
quently win Codill, when you leaſt expect it ; but 
when you play for intereſt, the caſe is different 
for Ombre, which is naturally a Game of great ſpi- 
rit, here degenerates almoſt into a Game of chance; 
where addrefs is of very little uſe to the Player, v 
frequently finds Spadill, very badly accompanied. 

This Game is play'd in all reſpects, as the Om- 
bre, of which we have been treating; every one 
ſpeaks in his turn, and if nobody plays, he who has 
Spadill, is obliged to play, whatever Game he may 
G.4 have: 


* * TR ww , 
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have: ſo that when all have paſs'd, the Spadil 
makes his Diſcard, and names the Suit. 

He that has Spadill with a bad Hand, ſoul; 
paſs, and ſee whether either of the others will play 
and put him out of his pain. 

When nobody owns Spadill, the lock is examit 
ed, and if it is not there, he who has it in his Hand, 
is beaſted, and the Cards are not play'd, becaui 
of the diſadvantage the ſeeing of the ſtock, may "Wt hc 


* the Game. * | , he 
. "JP 5 | Ca 
| The LAWS of the Gaws of OMBRE . 
q The Cards are not to be deale i in any ot! p 
manner, than by three at a time. Fen 
II. If in dealing there would come a black Ar he 
-turn'd up, there muſt be àa new Deal. ' th; 
III. If there ftiould come ſeveral ad Cards i de 
dealing, there muſt be a new Deal. an! 


IV. If there is a fac'd Card in the Stock, whatere C 
Card it is, and it. is perceiyed before any one ha 
aſked if they play, or has named to play Sans Pres- to 
dre; there muſt be a new Deal. 
V. The Dealer cannot be the Ombre, if there i i 
fac'd Card in the Stock. ſo 
wes. + the Dealer gives ten Cards, to either of te WL: 
other Players, or to himfelf, he cannot be Ombre; Mee 
but either of the others may, firſt declaring, befor Wi pl 
they aſk leave, or name Sans Prendre, that the 
_ have ten Cards; otherwiſe they are. beaſted ; ry 
the Cards are play'd out. $6; il 0 
VII. If the Dealer gives, or takes, only eight 
Cards, he cannot be Ombre; but either of e 
| othen e 
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bthers may 3 firſt declaring that "they aye ob 
right Cards. N 

VIII. He that has only eig bt Eads, may play 
Sans prendre with thoſe eight IP and ſo may he 
that has ten ; but oneof his Cardsmuft be firſt drawn, 
br if he has ten Cards after king in, on of them muſt 
likewiſe be drawn. | 

IX. He who' diſcards with (agb Ga. whe- 

her he is Ombre or not, ' ſhould take in ohe more 
than he Jays out; and he that diſcards with ten 
Cards, ſhould lay out one more than he takes in: 

X. He who has more; or leſs "RAW nine Cards, 
after taking in, is beaſted; © 277 

XI. He who aſks leave, or plays Sans Prendre, 
with eight br ten Cards, without declaring that 
he has too many, or too few, is beaſteg ; but he 
that paſſes with too many, or too few Cards, is not 
beaſted, provided he declares it before he takes! in, 
and takes ſuch number as makes him the nine 
Cards he qught to have, „ „„ 1 

XII. If the Dealer gives . more than, ee. 
to either of the Players, be muſt deal again. 11 210 

XIII. If the Pack is ſalſe; that is, if there. 
too many, or: dc Cards ; or two pf the ſame 
ſort; or any that dp no chflong to the Game, as an 
Light, Nine, er Ten, the IE void, if ãt is ꝓer- 
ceived in playing; but if not till after the Coup is. 
play'd, it ſtands 300 fl. en. 9 2 

XIV. The Coup is play'd, When the Cnrtelarss 

a play'dz .or:the Ombre has;made'Fricks: abc, 
to win, or one of the others hay,won Cad ill. 

XV.; If the Ombre fongets ta name his Sut̃t, one 
of che others may name it for him; and if the Wo 
others both ſpeak at the ſame time, they play in 

. | that 
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that Suit, which is named by him who is on the 
Ombre's right hand. 
XVI. If the Ombre forgets to name his Suit, 
or miſtakes in naming it, he may diſcard over again, 
jf he hag not join d his Rentree to his Hand. 
„ yII. The Ombre is te name enpreſsliy, the 
. Suit in which he plays. 

XVIII. Altho” the Ombre has taken in, he may 
fill name his Suit, if neither of the others have 
yet done it. 

XIX. If be who plays either Sans Prendre, or by 
taking, i in, names one Suit for another, or names 
two Suits; that which he names firſt, is a Trump, 
and he 2 recall it. | ap 

XX, He that has ſaid, paſs, cannot * admittel 
' to. ſtand the Game. 

XXI. He that aſks leave, ** avoid. playing, 
nor is admitted to play Sans Prendre, unleſs he 1s 
forced, in which caſe, he has the preference to the 
other that forces . 

XXII. He who not being youngeſt hand, and 
has not a Game to play Sans Prendre, yet names his 
Suit without diſcarding, or afking, if the others 
play, is obliged to play Sans Prendre. 

XXIII. He that plays Sans Prendre, and has 

ſure Game, may ſhow it down, without-naming his 
Suit; unleſs he is obliged to o play, and wy others 
| inf on diſcarding. A” 

XXIV. He who turns a Card of thy Stock, 
thinking that he is playing at a Game where the 
Cards are turn'd, cannot be Ombre that Coup ; but 
the others may; and he is beaſted. 

XXV. It is the ſame, if either of them, in lay- 
ing down the Stock, CI ſhould turn a WW") 

Card, 
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ard ; the others may play the Game, and he is' 
xcaſted. 
XXVI. If there are any Cards of the Stock that 
e not taken in, the laſt Player may ſee them; and 
n that caſe, the others have the ſame right, after 
im; but if he does not ſee them, and either of 
he others does, that Player is beaſted. 
XXVII. He that takes too many Cards from the 
Stock, may put them back, if he has not ſeen them; 
r mix d them with his Hand; and he is not beaſted. 
by BY XV ALL. But if he has ſeen them, or mix d them 
ith his Hand, he is beaſted; and what Cards he 
has too many, are drawn from his Hand promiſeu- 
puſſy, and mix d with the Diſcards. 

XXIX. If he does not take enow, be may take 
again from the Stock, if there are any left; if not, 
is ie draws them at a venture, from the Diſcards; and 
i Ne is not beaſted, if he has not begun to play. 
he XXX. He that has none of the Suit led, is not 

pbliged to trump; or if he has of that Suit, is not 
dbliged to play a higher Card, tho' he has it. 
XXXI. No one ſhould play out of his — but 
he is not beaſtect for ſo doing. 

XXII. However, if he that is not to h Monte 
play a Card that is likely to prejudice the dne 5 
he is beaſted. 

XXXIII. If the Ombre ſhould fer a Card, that one 
f the Players has ſeparated from bis Game, he has 
o right to call it, unleſs by being ſeen, it may pre- 
dice his Game, in which caſe he is obliged to 
play it, if he can do it without renouncing ; 3 if he 


cannot, he does not play it, but is beaſted, _. 
XXXIV. It ib period to turn the Fricks made 


by the other Players, to ſee what has been * F 
ut 
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but that is not to be done, for what bas ber 
played counted aloud, but when you are to play; 
every one ought to be left to tell their own Game, 
XXXV. He who inſtead of turning the Trick 
that are before one of the Players, turns and ſet 
his Game; is, beaſted, together with him who 
Cards he turned, each paying one half of the Beat: 
and ſo he that inſtead of taking from the Stock 
takes from the Game of another Player: and in thi 


caſe the Game is to be replac'd, in its proper or- 


der; or if it. is ſo con founded, that it cannot be u. 
plac'd, it is at the option of the e to have x 
new Deal. ' { $76 

XXXVI. He that renounces, is beafted a as ofin 
as he renounces, if it it perceived at the time tha 
he makes the Renounce; but if the Cards are al 
play'd, he makes but one Beaſt, tho! he may har 
made ſeveral Renounces, 

XXXVII. To make a e Pak the Trick mul 
be turn'd, or he that has renounced, 'muſt hare 
play'd a Card for the next Trick; otherwiſe, he 
may take up his Card without any penalty. 

XXXVIII.If the Renounce prejudices the Game, 
and the Coup is not finiſhed, the Cards may be 
taken up again, and the Game begun from where 
the Renounce was made; but if the Coup is finiſh 
ed, it cannot be play'd over again. | 

XXXIX, He who aſks What 5s Trumps, and 
trumps in the Suit that he is told,-tho' in fact it i 
not Trumps, is not beaſted; but he cannot take 8 
the Card that he has play d. 

XL. He who without aſking, jrumps - in a Sui 
that is not Trumps, and has wenſs the. Trick, if 
beaſted, e 


_ 
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XLI. Hevhůõ⁰õSmhows his Dane beſorertbe Coup 
3s finiſhed, is beaſted. 51 

XLII. The Ombre is not allowed to atk F Rennie, 
nor to aſk wary eye his Rees 15 not » 
able. 

XLII. The Ombre! is not — Codill to he 
he pleaſes, being ' obliged: to pay the Codill . to him 
who ought-to have won it; if to pleaſe his own in- 
clination, eee eu it to him who _ not to 
have had it. tele 2. 

XLIV. The Ombre! 18 vor, upon =_y account, to 
demand Gano. 5 | 

XLV. He of the two 00 Players Pan has four 
ſure Tricks, ſhould, not — W or ſupport | 
the other Player. 2 

XLVI. He who Cats Geno, e Rab 
Trick ſure, and wins: Codill by that means, has a 
right to draw. it; but it is not practiſed by the fair 
Player, who in that caſe, lets the Coup go by Re- 
miſe; and,. thoſe who, do not * It, r to be ex- 
cluded all future parties. ; | 

XLVII. Several Beaſts ST thi: ame Coup, go 
together ; unleſs it is otherwiſe agreed. | 

XLVIII. The higheſt Beaſt always goes ſirſt. 

XLIX. He Who makes two Beaſts at the fame 
time, may put them together; but he who makes 
two Beaſts, the one after the other, cannot do it, 
but by the conſent of the two other Players. 

L. When the Players mark differently, they pay 
according to him who marks the. moſt; and are 
beaſted in the ſame manner. 

LI. When Codill is won, they take three Coun- 
ters, tho? there are ſtill Beaſts to he drawn. 

LII. The three Matadors cannot be forc d by an 
inferior TROP: 


- Br, 


1 
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LIII. The ſuperior . — inferior, 
when it is the Card led. 
LIV. The ſuperior Matador doth not farrs the in- 
ferior, if it is play*d on a Trump that was ſirſt led. 
LV. The Matadors and the Sans Prendre, cannot 
be claimed after the Cards are cut for the next 
Deal, unleſs by deſign the Cards are ſhuffled and 
cut ſo quick, as not to give ſufficient time; in that 
caſe, if he has not received for the Game, and the 


_ Conſolation, of either of the Players, he has a right 


to demand the Sans Prendre and the Matadors, to- 
gether with the Game that remains due to him: 


but if it is he himſelf, that has cut or dealt the 


Cards, he cannot recover them. 

LVI. The Matadors are not paid but when they 
are in the hand of the Ombre. 

LVII. If he who plays Sans prendre with the 
Matadors, claims one without claiming the other, 
he only can receive what he claims. , 

LVIII. Hewho inſtead of demanding'the Mata-, 
dors which he had, demands Sans Prendte, which he 
did not play; or he that demands the Matadors in · 
ſtead of Sans Prendre, cannot inſiſt on the one, or 
the other; as this Game requires a preciſe explication. 

LIX. The Game, the Conſolation, and the 
Beaſts, may be claimed, ſeveral Deals after. 

LX. The miſtakes that may happen in counting 
the Beaſts, cannot be rectifled after the next Deal 
to that in which they were drawn. 

LXI. He who wins all the Tricks, makes the 
Vole, and wins the double of what there is on the 
Game; unleſs the Vole is fix'd at a certain value. 

LXII. If there are ſeveral Beaſts, he draws them, 


and _— unleſs it was otherwiſe agreed. 


LXII. 
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LXIIL If there are ſeveral Beaſts that go together, 

decauſe they were made together, he who wins the 

Vole, receives. the: double of them; or as ſhall be 8 
agreed. 6 

LXIV. He who 3 16 5 undertaken the Vole, 

does not make it, pays what he would have receĩv- 

ed, if he had won it. 

LXV. The Vole is undertaken, aa after mak- 

ing the firſt five Tricks, you play a ſixth Card. 
LXVI. When you have once undertaken the Valey 
you cannot by any means defiſt from Kt, 
LXVII. When the Vole is undertaken, the two 
Players who defend the Poul, may communicate 
their Game to each other, and conſult on the beſt 
means of preventing it: 

LXVIII. If he who has miſs'd making the Vole, 
has Matadors, or plays Sans Prendre, he is to be 

paid them, as well as the Conſolation, 

LXIX. If they agree to draw all, the two other 
Players divide all that is on the board; and if they 
have regulated the Vole, the Ombre pays to each of 
the other Players, what is agreed; but he ſtill wins 
what is on the Game, in this latter caſe. 

LXX. He who after taking bis Rentree, looks 
at his Diſcard, cannot make the Vole. 

LXXI. He who wins by Codill, does not mark 
the Tour; nor he who makes the Vole; but he 
4 who undertakes the Vole, and miſſes it, muſt mark 
that Tour. 

LXXII. Where the contre is admitted, he who 
plays Sans Prendre, and undertakes the Vole, has 
the preference in play, to the elder Hand that would 
play Sans Prendre only. 

LXXIII. He who plays Sans Prendre, and under- 
| takes the Vole, without making! it, pays to each of 
s the 


| 


4% O M B R E. 


the others, the value of the Vole ; and i: is not pay. 
the Sans Prendre, or the Matadors, nor even the 
Conſolation, or the Game; he draws nothing ; ; but 
he is not beaſted, unleſs he loſes the Game, in which ( 
caſe he pays to each Player, beſides the forfeitun 

for miſſing the Vole, what is due to, him for the 
Sans Prendre, the Matadors and the Game, and] f 
beaſted as unn... 

LXXIV. He that begins a party, and refuſes u 

finiſh it, pays, not only what there is on the Game, C 
but the Cards alſo. 
ILXXV. But if it is an affair of importance, that 
obliges him to it, the party may be put off, with 
the conſent of the other Players; ; making a minute 
of the ſtate of the Game. n 9 

LXXVI. When Ombre is play 9 by two perſon 
only, they muſt lay out one of the red Suits, 

LXXVII. They play with eight Cards, which 
are to be dealt by twice three, and: once two, and in 
no other manner; and when the Deal is wrong, it 
muſt be redealt, 

LXVIII. The. Stock is ADDS of fourter 
Cards ; and the youngeſt Hand has a right to ſee the 
Cards that he leaves; and if he does, the eldeſt may 
likewiſe; but not elſe, without being beaſled. 

LXXIxX. They, cannot play i in the Suit that hn 
laid out. de 
8 8 When the Hazards : are 3 at the th 

Game of Ombre, he who ſlandꝭ the Game, receives Wl 
as much ſrom the two others, when he wins, as he e 
pays to them when he loſes. 


u K. 
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T, bat i is, of the 5 6 of playing itt” 


IR SF, There are no Fiſh uſed " but they 

take only twenty or thirty Counters, which are 
valued at five, ten, fifteen, twenty, or thirty pence 
each; that is; as the Players ſhall agree. 

They draw for the Places; and aſter having ſeen 
who is to deal, each Player places a Counter before 
him; and has eight Cards dealt him, which is the 
common method; and as there are no Cards left 
tor a Stock, there is conſequently no Diſcard. 

The manner of (peaking and beginning the Game 
is the ſame as at Ombre by Four, and /to- win you 
muſt make five Tricks. £444 

He who plays Sans Prendre, names his Suit, and 
muſt alſo make five. Tricks to win; which tf he 
does, he receives two Counters from each of the o- 
thers, for the Sans Prendre, and the ſame for three 
Matadors ; . but if he has more than three, even'up 
to nine, he muſt not expect any thing more. 

When there are ſeveral Beaſts on the Game, and 
he that plays Sans Prendre, makes the Vole, he on- 
ly draws what is on the Game, and two Counters 
from each of the other Players, 5 


7 
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If he wins a fingle Game, and plays Sans Prendre 
at firſt; of the five Counters that are on the Game, 


beſides the Sans Prendre, he draws * two; chen 
remain, therefore three on the 


Either of the Players, except the laſt, who ſtand; 
the Game, after having aſked the others if they play, 
and they ſay, no; he is to name his Suit, and call: 
King to his aid ; but he is not to call the King of 
Trumps. 


That done, he who has the King ſupports hin 
wh oſtands the Game; and if they niakefive Tricks 
together, they jointly win ; and then the principal 
Player draws two of the three Counters that are left, 
and the other one.: if at-another time the Counters 
are even, they divide them equally. 

If he who plays, and the King call'd, make but 
four Tricks, they are beaſted by Remiſe ; the fir 

puts down two Counters, and the other one. 
| They loſe Codill if they make only three Tricks; 
end in that cafe, the other three Players each draw 
one Counter. 
© By the laws of the Game of Ombre by Five, 


when the four firſt Players paſs, the laſt is obliged. 


to play, whatever: Game he may have; calling, How: 
ever, a King to his aid. 

When Codill is won, wad there are four or fire 
Counters on the board, each of the three Players 
who defend the Poul, draw one; there conſequentl) 
reſt one or two; if it is one only, he who has the 
higheſt Trump takes it; if there are two, the re- 
maining-one ts for Ty of the other two Players 
that has the beſt Trump. 

If the Beaſt Codill is loft the firſt Coup, the three 


who defend the Poul, draw one Counter each ; — 
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hat Beaſt then is no more than two, which go to- 
ether for the next Coup. 

If it happens, that he who ſtands the Game by 
alling a King, makes the Vole, he draws two 
'ounters from each of the other Players; and the 
ing called gets one, if the number is odd. 

al may ſometimes happen, that there are more to 
of aride, becauſe of the Beaſts that have been made; 
1 that caſe, he who plays, and the King call'd, di- 
ide equally thoſe Counters; and if the number is 


, J (except in the caſe of a Vole) the remainder be- 
al ongs to him who ſtands the Game, 
6 le who at the Game of Ombre by five, under- 


zkes the Vole, and does not make it, pays nothing 
b the others for not doing it. 
The Beaſt conſiſts of as many Counters as you 
zould have drawn, if you had won. | 
To be paid for the. Matadors, they muſt be all 
tee in one Hand, and the King called does net 
artake of them, when they are in the Hand of the 
)mbre, to whom they are to be paid. 
If on the other hand, the King called has them, 
ie is paid for them; but if the Ombre and the 
King called are beaſted, he of the two who has the 
Matadors in his Hand, pays them to the other Play- 
73, except to him who loſes with him; this law is 
to be underſtood the ſame, when they win together. 
The pleaſure of this Game, is, to conceal the 
King called, fo that he who ſtands the Game is in 
car of him that has it, and gives advantages to the 
ther Players, thinking he gives them to his King. 

There is no penalty for a loſt Deal at Ombre by 
Vive; the Cards are only to be thuffled and dealt 
ver again. | 

Such 


%. 


ſ MObſ: 


byes 1 Q NEEABIUBRME 
Such is the method of playing the old QuintillWent! 
let us now ſee the modern method, which follows i the) 
all caſes, as near as poſſible, the Game of Quadrillgſy The 


The NEW QUINTILUE. 


Vou are to remember in the firſt place, that t ;-in 
New Quintille obſerves. in every reſpeR, the la... 
of Quadrille, where it is not obliged to depart fi . oc 
them; fo that we ſhall content ourſelves with giv; 
ing the laws that are peculiar to this Game; tog 
ther with ſome rules drawn from Quadrille ; ; be 
cauſe they are contrary to the ancient manner ke. 
playing Quintille. 

The ſtakes are the ſame as at Quadrille, and j 
obſerve the ſame manner of marking and paying th 
Game, 

Therefore after you lies ſettled the value oft 
Fiſh; , drawn for the places; and ſeen who is to deal 71 
he who' deals, places a Fiſh before him, beſide 
which, each of the Players puts down a Counter i 
the Game; after which the Cards being cut by hin... 
on the left of the Dealer, he gives to cach. eig 
Cards, by twice four; and 1 N 1 dealt in 1M: n 
other manner, ' 

The Cards being eats, each Plajes ſpeaks i in hy 
turn, beginning with the eldeſt ;' if either of then: | 
has a Hand to play, he afks if they play, and if they: 
ſay no, he names his Suit, and calls a King, with» 
whom he is to make five Tricks to win ; if he maks 
only four, he loſes by Remiſe, and by Codill if 
makes leſs. | ie 

If they win, they. are paid the Confolatipn and t19:y, 
Matadors, if they have them; if they loſe, they pi 
equally the Conſolation and the Matadors, if the 
{ have them ; whether 1 it be by Codill or 8 
Obſern 
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Obſerve, that nothing is ſaid about paying the 
me, as at Quadrille, becauſe we have ſaid at the 
pinning, that each one is to put it down; conſe- 
eatly, they who win draw what is down; 4 
they likewiſe who win Codill. 1 

The Beaſt, and all that is paid, is paid one half 
the Ombre, and the other by the King call'd ; 
4if there is an odd Counter, the Ombre is to pay; 
in like manner. if they win, they divide the 
ke equally, between them, and the Ombre en 
e odd Counter, if there is one. | 
This Game is not ſo rigorous as Quadrille, with 
card to the Ombre, becauſe he is never beaſted 
one when he plays by calling a King, tho' he 
kes only one Trick, but always the half with 
m that is.called. -_ _. 

When all the five Players have paſs'd, he Who 
bs Spadill 1s obliged to play, by calling a King: 
d he obſeryes i in all reſpeRs, the laws of him who 
ays voluntary, 
The laws of Quadrille are exactly obſerved, in 
ery thing that regards the Sans Prendre ; the four 


layers are united againſt him who plays dans Pren- 
re, who is to make alone five Tricks to win : he loſes 


Remiſe, if he makes only four; and by Codill, if 
emakes leſs, 


When he who plays Sans Prendere, or by call- 


g himſelf, loſes Codill, the other four Play- 
ts divide what is on the Game; but if there 


e any odd Counters, which frequently happens; 
ewho has the higheſt Trump takes one, the ſecond 
longs to him of the other three, who has the next 
oheſt, and the third, if there is a third, to him of 
ie other two, who has the next beſt ; but if they 


ve neither of them any Trump, it remains for the 
xt Coup, „ 


% 


ww OCW YTE 
I ̃Vhbhe firſt Beaſt is always fifteen; the ſecond { 
five, unleſs the Game on which the firſt Beaſt v 
made was drawn by Codill, in which-caſciit will} 
thirty: and you add fifteen for each Beaſt, in eitht 
caſe, according to the number of Beaſts. | 
The Matadors are paid in the-ſame manner a 
Quadrille, whether they are in one Hand or tw 
that is, part in the Hand of the Ombre, and parti 
the Hand of the King called; and they divide d 
Matadors as they do the reſt of the Game. 

The Vole is likewiſe paid as it has been agreed 
and they who make it together, divide it equal! 
betwixt them. 

There is no riſk run, in undertaking the — 
as they who do not make it ſuffer no penalty; b 
it is not the ſame when they who ſtand the Gan 
make the Devole, which ſometimes happens; for 
they are then obliged to pay the Vole to them wht 
make it, by equal parts ; 'obſerving always, th 
as the odd Counter belongs to the Ombre, when b 
wins, ſo it is to be paid by him when he loſes, 

He who calls a King is beaſted alone, if he make 
no Trick, ſuppoſing the King call'd does makeon 


— wwe WW .. 


for if he makes none, all is paid equally betweet 
them. mal 
The Vole draws only what goes on the'Game 7 
the Cards are paid by a certain number of Cour , 
ters, that each gives. | * 
| The-laws of Quadrille are obſerved with rea d 
to the Renounce, and in every thing elſe, * * 


have not given rules to the contrary. 


It is the intereſt of him who ſtands the Game, . 
trump out; therefore the King called, after havin 
appeared, or even before, ſhould lead Trump 

| * i 


in order to ſupport his friend's Game, and make 


note diverting than the old. 
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room for his Kings, which might not otherwiſe paſs. 
J following N this Game becomes much 
which is now 
ſcarce ever play'd, but in ſome provinces, where 
they play Quadrille almoſt in the ſame manner. 


The Gans, of '@ M B R E, by TW. 


It is ſo called, becauſe play'd by two perſons on- 
ly : it is a Game of very little entertainment, but 
is gevertheleſs ſometimes play d for want of a th ird 
perſon; and may ſerve to give the learner of Om- 
bre, an inſight into the manner of W and 
playing the Cards. | 

It is play'd almoſt in the ſame manner as Ombre 
by Three: they lay out one of the red Suits, ſo 
that there remain only thirty Cards ; it is indifferent 
what Suit is laid out, whether Hearts or Diamonds. 

Each Player has eight Cards only dealt him, by 
three, three and two; fo that there remains four- 
teen for the Stock; of which each takes what num- 
der he finds convenient. 

To win, you muſt make five Tricks; if each 
makes only four, it is a Beaſt by Remiſe: if he that 
defends the Game makes five, he wins Codill. 

You are to obſerve, that you can't name the Suit 
that is laid out; for if that was allow'd, with Spa- 
(ill alone, you might ſometimes make the Vole ; as 
when, being eldeſt Hand, and having Spadill, aKing, 
and ſeveral Cards of the ſame Suit. 
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"or THE TERMS. mo Tus 4 


Gaza or QUADRILLE 


QUINTILLE, any. OMBRE, ? 
ils} ] 
By THRBE, * * Too. 


\ * 
N 1 0 Ti: # 4 - : 


4 1 K. 


\ HE Bon-air, is a term of Hazard, at the 
Game of Ombre; which is, when you play 
Sans prendre with four Matadors; ; he who. wins 


this Hazard, receives a Fiſh from, each, and if he b 
loſes, he pays a Fiſh to each Player. | , 
Obſerve, that all the Hazards, which. are . x 
teen in number, belong to the — of bre by 
Three, only. * | 
IM 197 BY ASK LEAVE. f 
Is at Qvadrille, to afk en to play, by calling T I 
King. | 2 
. B A 8 T O. ' 
That is, the Ace of Clubs; ; which is always the E 7 
chird r | tl 


BEAST, 


. * 
- * 7.0. — 
* 


denen 0 ona. * 


BEAST. 


| ks 2 penalty; a» the Game; which oonidy in- 
paying as many Counters-as there are down 3 and 
is incurr'd either by renouncing, or by ſome other 
Fault: or by not winning, when you ſtand the 
Game, which. is called. making the: Beaſt; 


CHARIVARY. 


Ts a Hazard at Ombre; and dy {ken he that 
tands'the Game has the: Guo Queens, for whicto _ 
he receives a: Fiſh from Rea 1464 e453: or: 

? pa) s it ta them, if he loſes... 


CHEVILLE. 


To te in Cheville, is, to be between the eldeſt 
Hand and the Dealer, 


1 ERR: CHICOREE. 


Is a Hazard at Ombre, and is Mow the Ombre 
7 has three or four falſe Matadors, for which he re- 
eeives a Fiſh from each if he wins, and pays it if he 


rer.. 


Is at the Game of Quadrille, when thoſe who de · 
fend the Poul, make more Pricks than they Wo 
32 and the Game; the former are ſaid to win Codill, 
and the latter to Inſe it. At Ombre by Three, it 
is, when one of the two other Players makes more 
Tricks, than the Ombrez by which he wins all 
T that. is on the Game, 


H - CON: 


: . 
— 


1 Dlersenssv the Tas u - 


| CONTENTMENT. E: 


Is a Hazard of Ombre; when you have five Ma- 
tadors, and a Sans Prendre, it is call'd perfect Con. 
tentment, for which * are paid aF iſh * each 
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8 cos OLAT ION. 


Ts a claim of the Game, Which is always paid by 
thoſe who loſe to thoſe who win, whether by 
Codill or Remiſe : there is another Conſolation, 
which is a Hazard at Ombre, and is when tliey 
pay a Fiſh. for the Sans Prendre, and a- Fiſh 
for each af the Matadors, to him who wins: or 
he pays the ſame to the others, when he loſes: 
when this Conſolation takes place, the preced- 


ing one is not pay'd. 
COUP. 


"The bs at Ombre, is, when the Cards are 
all play'd; or that the Ombre has made the full 
number of Tricks to win; or one of the others 
has won Codill, 
: DEGOUT. 

Is a Hazard at Ombre, and is, when be who 
loſes the laſt Game of the party, tho' he ſhould 
loſe only one Counter by the on pays a Fiſh 


DEVOL E. 
W when he who ſtands the Game, makes no Trick: 
this does no. t take place at Ombre * Three. 
a | | DISCORD. 81) ©. 


Is) a Hazard at Ombre, and i is, when he who 
ſtands the Game has the four Kings, for which he 
receives a Fiſh from each if he wins, or pays it to 


| t DOUBLE. 


* 


to the winner. 


5 * od _ = . - . 
” - - 1 > . 
* - - * * 
% * 


Ging ite wh on, LS 


DOVBLE. 


To play Double, is, to pay the Game and * 
Stake double, as well as the Conſolation, the. Sans 
prendre, the Matadors, and Devole. | 


DISCARD: 


It is at Ombre, the Cards you lay out from your 
Hand, and lay on one fide, in order to take as many; 
from the Stock; and this Diſcard is always to be | 
plac'd on the right hand of the Player, 


EPARPIL LE R. 


ui Is to ſpread, or ſcatter the Stock at Ombre, ; 
which is not to be done, leſt any of them ſhould be: 


a Re es ee een 


known. A 
ES TRA A DE. 
0 Is a Hazard at Ombre, and is when he who plays 


11 WI Sans Prendre, makes the Beaſt ; he wins not only; 
rs what is on the Game, but alſo all that i is before the FA 
Players, and what 1s due to them. 


| ieee 
0 4s likewiſe a Hazard at Ombre, and is when the 


d ombre has the four Knaves, for which he receives - 
a Fiſh from each, if he wins, and pays it if he loſes. 


7 FORCE. 


” The Ombre is ſaid to be forced, when you view 
wong Trump to weaken him, if he over- trumps: 
he is likewiſe ſaid to be forc d, when he aſks leave, 
and one of the other Players obliges him to play 
Sans un 1 ; by _— to play Sans E 
add!“ n 
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* ” 


FRIEND. 
Ts, e the:Pleyar whe has the King 
| eld. | 
| AN O. 


Signikies at au leg it come te me; to nd 
Gano is alſo to aſk the Player nat to win. the Card 
play'd ; he who ſtands the. Game cannot demand 
Gano, | 

GUAN GUETTE. 


Is a Hazard at Ombre; when he that ſtands the 
Game, wins without a black Ace; for which he re- 


ceives a Fiſh * each Player, eee . 
lofes, 


"mn wa 


INPASSE. 


a To make the Inpaſſe, i is, when being i in Cheville, 
you 8 of a Suit, of which you have the 


oe th MAN TI. I. _ 
Is in black; the Two of Spades or Clubs, and in 
ted, the Seven of Hearts or Diamonds, according 
td the Suit in which you play; and is always * 

- —_— Tre Cann 

| MAR k. 

The Game is mark'd; by the Fiſh, which they 
who- Dea} put. down, at: Quadrilla: and: at Ombre by 
the Countars,. which every one places; oro lan. a 


MATADORS. 


 Therg:are: three Matadors, via Spadill. Manill, 
and Baſto ; which are the three firſt Trump; their 
number is augmented, according to the number of 


'Trumys that are join'd to. them, without interrupti- 
on: 


Ou H&E a. 


SE =S 99 


er 


e 
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: When Spadill is wanting to make the number 
compleat, they are call'd falſe Matadors, 


MILLE. 


Is a Mark of ivory, which is ſometimes uſed, and 


ſtands for ten Fim. 
|  MIRLIR o. 

"% a "Sets Ombre, and is the two black 
Aces, without any other Matadors, for which the 
Player receives a Fiſh from each, if he wins, and 
pays it if he loſes : or it is the two red Aces with 
Balto, for which he receives or pays the ſame. 


OMBRE. 


Is the name given to him who Rands the U 
either by diſtarding or playing Sans Prendre at Om- 

bre; or by calling or playing Sans Appeller at Qued- 
zille, Tobe with the Ombre, is to have the 
callld, The Game df Quadrille is likewiſe call'd 
Ombre by Four ; and Quintille, Ombre by Five. 


e, ee 


11 the duration of the Game, according to the 
vanber of Tour that we agreed'o ve fir d. it is 
alfo calPd Repriſe, 


"PARTY QUARREE. 4 


Partic Qviarrie des Dames du tems, is a Hazard at 
Ombre, and is when the Ombre has three Kings 
and a Queen ; for which he receives a Fiſh from 

PASS. 

Is the terta that is uſed, when you 

Hand to play 3 you then ſay, Paſs, | 


have not a 


H 3 PONTO, 


g 
J 
N 
. 
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| 
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-"PON'TO; {745 


Ts the Ace of Diamonds, when Diamonds are 
Trumps ; ; or Hearts, when they are Trumps; 
and is then the fourth Trump. 


 POUL. 


* The Poul. con ſiſts of the Fiſhes which are ſtaked 
for the Deals ; or the Counters which are put down 
dy the Players; or the Beafts that go on the Game, 

To defend the Poul, is to be againſt him who ſtands 
' the Game. The word Poul, hkewiſe fignifies, a 
certain number of Counters, fupernumerary to the 
Cards, when the Tours are finiſhed, and you play 
after the Tours are finiſhed. 


x PRETINTAILLES. 


Is the whimſical name, that is given to the Ha- 
ards at the Game of Ombre by Three, for each of 
Which a Fiſh is paid to him who flands the Game 
When he wins, and is paid by him when he loſes: 
they are the fourteen following, viz. the Conſola- 
tion, the Bon - air, the Perfect Contentment, the 
; Guinguette, the Merliro, the Fantatique, the Cha- 

rivaty, the Diſcord, the Partie Qux.;r&e des Dames 
des tems, the Triomphante, the Eftrapade, the De- 
gout, the Yeux 8 ma \ mad and foo Chi- 


core. 
, PRISE, 


; * the ae Fiſh or * 3 are given 
to each Player, at the beginning of the party. 


RE GLE. 


Is the order that is obſerved at the Game x it is 
call d at Quadrille, being in Regle, when the Om- 
bre 2 the return of the King called. 

22 REMISE. 


# 
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REMISE.. 


Is at Quadrille, when they who ſtand the Game, 
don't make more Tricks than they who defend the 
Poul; and they then loſe by Remiſe.' ; | .. 

REN:OU CE 4405 


Is not to play in the Suit led, when you have f 
of it: ĩt is alſo call'd a Renounce, when not having 


any of the Syit led, you win with a Card that is the 
only one you have, of that Suit, in which you play. 


| RENTREE.. 
At Ombre, are the Cards that are taken from 45 
Stock, by the Players. 
REPRISE. Is the ſame as Party. y 13 
REPORTE. Is the ſame as Remiſe 


| ROY RENDU. 

That is, the King given up; nad. is the mo- 
thod of playing Quadrille, when the King call'd 
being given up to the er he is with 1 to 
win the Game alone. | 

SPADILL. 


Is the Ace of Spades, which is always the. firſt 
Trump, 


FORCED SPADILEL. 


Is at Quadrille, when he who has it, is obliged to 
play ; all the other Players having paſs'd. If this 
method takes place at Cates, it mußt ho provioully 
agreed on. 


SANS APPELLER, 


That is, without calling; and is at Quadrille, 
when you play without Weller; King. 


SANS 


-_ 


2 to play Sans Prendre, or to paſs. 


"  Viack Aces, with regard 10 Manill and Pomto. 


is determined. 


each one; ar till the frſt Beaſt 3 4 you make it, 


we DrcTrwonanry of the Tia us of 
. SANS' PRENDRE... 

That is, without taking; and is at Ombre, to 

play withoutdiſcarding, and conſequently without 

taking in; this term is likewiſe ufed at Quadrilte, 

tho' improperly, and then ſignafies the ſame as Sanz WW 


Appeller. 


FORCED SANS PREN DRE. 


Is, when having aſked leave, one of the Players, 
offers to play Sans Prendre, in which caſe, you are 


S TOCK. 


Is at Ombre, the Cards that remain on the board 
after each Player has his Cards dealt him; and from 
which the Players take, to replace the Cards they 
lay out. 

At Ombre by Three, the Stock confiſts of thirteen 
Cards, and at Ombre en es go 


e 


To be in Tenace, is to wait with two Trumps, 
that you muſt neceſſarily make, when he that has 
two others, is obliged 8 lead ; ſuch are the two 


—_— Hd _ pt Hed 


| TOURS, 

Are the Counters which they who win by ſtand- 
ing the Game, put down to mark cho pamber of 
Coups play'4; by which the duration of the party 


The Tours de Grace, confift of. three Tours for 
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TRIOMPHANTE. 


b « Hazard at Ombre, when the Player begins 
the Play by leading Spadill, for which he receives 
a Fiſh from each, if .he wins, or two if he makes 
the Vole; and pays a Fiſh to each, if he loſes, 


JEUX. 


Les Veux de ma Grand- mere, (my Graidmother” $ 
Eyes,) is a Hazard at Ombre, and is when the Om- 
bre has the two red Aces; for which he receives a 
Fiſh from each when he wins, and pays Gem when 
he loſes. ; 
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IMP ER 1 AL. 


In order to give that clear Idea of this Game, which 
awe propoſe, we ſhall begin with a general Deſcription 
of it ; which will be the Bufineſi of the firſt Chap- 
ter: In the ſecond, we ſhall ſhow the Manner 7 
marking the Game; to which we ſhall add, the 
Laws that are to. be * for the <well play- 


ing of it. Po 
* 9559 4 = * 


—- 


CHAP. j 
Containing a General Deſcription of the Gams of 
I M -P E R 1 A I. 


HEY who have ſearched for the etymology 
of this Game, tell us, that it was fo named 

by a certain emperor, who was the firſt inventor of 
= but without enquiring into the validity of this 
tymology, we ſhall begin with deſcribing the na- 

2 of it, by ſaying, that the Cards uſed in play- 
ing Imperial, are the ſame with thoſe uſed at Piquet, 
that is to ſay, the King, Queen, Knave, Ace, 3a 
Ine, 
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"Nine, Eight and Seven of each Suit, which make 


thirty-two; or elſe by adding the Six of each Suit, 
they make thirty-ſix; * og is . uſed in 
ſome provinces. 5012 oa 
Three perſons may play at Impenial;: and in that 
caſe, the. Sixes muſt neceſſarily be added ; but the 
common method of play is by two. Before you be- 
gin, you are to agree what you play for, and how 
many Imperials ſhall make the party, which com- 
monly conſiſt of five; but depends however, en- 
tirely on the pleaſure of the Players, who may 
make them as many, or as few as they pleaſe. . | 
After theſe points are ſettled, one of the Players 
ſhuffles the Cards, and preſents them to his adver- 
ſary, in order to ſee who is to deal; and as it is an 
advantage to Deal, he that cuts the higheſt Card 
deals; whereas at Piquet, he obliges the other 
Player to deal. The Dealer having well ſhuffled 
the Cards, preſents them to his adverſary to cut, 
who ſhould cut them neatly : after which he deals 
each Player twelve Cards, by three and three, or, 
by four and four ; he then turns up the Card whick 
is at the top of * Stock, and leaves it turn d, and 
that Suit becomes the Trump. 
There are at Imperial, Cards that are called Ho- 
nours which are, the King, Queen, Knave, Ace, 
and Seven, when you play with thirty-two Cards, 
or the Six, when with thirty- ſix; each Honour tells 
for four points, to him that has it; provided it i is 
Trumps," that is, of the Suit turn'd up- 
' Obſerve, that the Cards hate always the ſame 
value, which is the common one, that is as ſollows; 
King, Queen, Knave, Ace, Ten, Nine, Eight, Se- 
ven and Six, the higher Card in che ant Suit, al- 


e 


| ways winning = lower. | 


* 
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IF, And 8 that when there we thee Play- 
ers, each having twelve Cards, there is conſiquerily 
no Stock; ſo that to make the Trump, the Dealer 
_ Suias up his laſt Card, and that Suit is Trumps, 
The Cards being thus dealt, aad the Frump made, 
he wh is eldeſt Hand begins as at Piquet, by eo). 
lecting together that Suit of which he has the moſt, 


in order to make his point; which he then ealls, and 


for which, if his adverſary cannot parry it, that is, 


if he has not more, he counts four ; for if he has an 


JT only, the eldeſt counts for it, by virtue 
his feniority ; but if the younger has more, he in 
like manner counts four for the Point. 

But he muſt examine before he names his Point, 
if he has any Imperial, for if he has, he muſt ſhow 
it, or elſe he cannot count it; there are ſeveral forts 
of Imperials, and each counts twenty-four Pojnts, 

The firſt fort of Imperial is, the four Kings, the 
the four. Queens, the ſour Knaves, the four Aces, 
or the four Sevens, when you play with thirty-two, 
or the four Sixes, when with thirty-fix Cards. 

The ſecond is, the King, Queen, EK nave. and Ace 
of the ſame Suit. 

There is alſo the Imperial Tournge, or turn'd up 
Imperial, which is, when you turn up a King, 
Queen, Knave, Ace, Seyen or Six, and have the o- 
ther three, of the ſame rank, in your Hand: or 
| when you turn up a King, Queen, Knave, or 
Ace, and have the three others of the ſame Suit, 
by which you compleat the King, Qyeen, Knave, 


and Ace. 
Laſtly, there is the -won Imperial, which is, 


when you have a King, Queen, &c. and win the 
other Trump that makes up the Imperial; but this 


takes place onl in Trum 8. | 
| : : F | Obſerve 


/ 
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y- Obſerve, that he who has in Hand, the King, 
ly Queen, Knave, and Ace, of the Suit that is turn'd 
up, counts for them two Imperials, 
After the Imperials are eounted, which tobe good, 
e, muſt be call'd and ſhown down on the board; you 
l, then calt your Point, as has been faid ; then be that 
t, is the eldeſt Hand, leads ſueh Card as he thinks 
id. proper, to which his adverſary muſt play in 'the 
s, fame Suit, if he has it, and muſt take it if he can, 
n or elſe trump it; for rhe Renounce is not only for- 
e bid at this Game, but the paſſing of a Card alſo, 
n that you can win; after this manner all the Cards 
are play'd, each Player then counts what Tricks 
A he has got, and he that has the moſt, counts four 
* Points for every Trick that he has, more than the 
n fix which he ought to have. 
; You are to obſerve, that when there are three 
e Players, he that is to play firſt, is oblig d to begin, 
by leading Trumps; and that the reſt of the Game 
is play d in the fame manner as by two, He thot 
makes more than the four Tricks he ought to make, 
counting four Points for each Trick he makes more: 
ſuch is in general the manner of playing Imperial. 
Let us now ſee the method of marking and count- 
iug the Game. 
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FTE R having dealt the Cards, and 3 
what you play for, and how many Imperials 
you intend to play; there is, a little baſket or box, 
plac'd at the end of thetable, with Fiſhes and Coun- 
ters, that ſerve to mark the Game. The Imperial 
is mark'd with one Fiſh, and the Fours that are 
won, with a Counter for each four, and when you 


have ſix Counters mark'd, you put in their place 


a Fiſh, which is an Imperial; > each Imperial being 
equal to twenty-four Points. 

If the Dealer turns up au Honour, that is, a King, 
Queen, Knave, Ace or Seven, when the Game is of 
thirty-two, or a Six, when of thirty-ſix Cards; he 
ſets up a Senner * it, which is equal to four 
Points. +. 

- He that trumps with the Six of Trumps, or the 
| Seven when there is no Six, or with the Ace, Knave, 


Queen or King; or by playing them otherwiſe, 


wins a Trick, marks as many Counters, which each 
ſtands: for four, as he has won Tricks. with his 
Honours.. 

He who plays an Honour that his adverſary wins 
by one that is higher, inſtead of counting for the 
Honour he play'd, he that wins the Trick marks a 
Counter for each Honour : in like manner, he that 
plays the Seven of Trumps when there is no Six; 
or the Six, and the other wins it with a Trump 
that is not an Honour ; he that wins it marks for 


it, tho* he did not play i it. 
He 
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He who after the Deal j is finiſhed, has more than 
the twelve Cards he ought to have for his own 
Game, marks four Points for each Trick that he 
has more than' the other; the Trick conſiſts of twa 
Cards when there are two Players, and of free 
when there are three. 

And ſo as was before ſaid, he that has the moſt 
Points marks four for them, whether they conſiſt 
of three, four, five, ſax, ſeven, eight or nine Cards ; 
obſerving, that when the Point is equal, the N 
counts four for it, by ſeniority. 

Vou ſee here the different Points that are count- 
ed, and which collected together, make an Imperial. 
It remains to be obſerved, that theſe Points may 
become void when they are under twenty- four, or 
fix Counters ; for example, if one of the Players 
has made the preceding Deal twenty Points, atleaſt, 
and his adverſary has an Imperial in hand, or by 
the turn-up Card, he thereby renders void the 
twenty Points of the other; who is obliged to take 
them down; without taking down what he may 
have marked himſelf ;; unleſs the other ſhould have 
an Imperial alſo, which effaces in like manner what 
Points he may have: each Imperial is mark'd by a 
Fiſh, in favour of him that has it. The Imperial, 
which is mark'd when, you have collected fix Coun- 
ters together, effaces in like manner the Points which 
the adverfary may have, and is mark d as the other 
with a Fiſh, in favour of. him that has it; the play 
is thus continued. on, till, one of the two Players 
has made the number ef a at which the 
party is fixed. | | | 

You ate firſt to count the turn-up Card ; q Don 
the Imperials which you have in hand, or with the 


3 when they w_ place ; then the Point; ha 
t 
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that the Honours which e and 
laſtly, what js won bythe Cards, | 5 

As the moſt certain inſlructions for playing the Wl © 


Game; i is contained in the following rules, it ĩs pro- _- 
per to refer the reader to i without amulng WW . 
him ohh, an aps. : #6. Ky! Po 
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* 1. When the Pack is Fol, the Deal whevs it i 
3 the preceding ones flapd good, 
II. If there comes one or mont fac „Innze ang 
ing, there mod be a new; Deal. © 
Laue The Cards are to be dealt by theres 

3. 95 \ 232 ö 

IV. He that deals wrong, Joſs the Deal, and 
ave Imperial. + 's 

V. If thee ina g cen inthe Stock, ir den 
not prevent the Deal ſrom being play 4. 
VI. He that mea de Stock, 
Joiks the ogy i mn > dime: L8H 4; 
VII. Hera ages cone hs Point, lo 
itz it is the ſame of che Imperial. 
VII. If you don't how your Point, before your 
Imperial you lo it at 

IX. Bvery Honokr hes i» pine. is worth fo 
Niete to biin-didt-wine i; p EV 

X. He that could take Card nd Aber loſes 
| 4 whether he has a better in that Suit, 
or has none of that Suit, but has a Trump. 
XI. He chat renounees, that is, does not play to 
e ee EN 3 


VII. 
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nd XII. The Imperials that are loſt by him that 
_ I commits thee facity, we the profit vfhivadverſary ; 
che nn EE CARTE n er 
may do 
* XIII. He that has an Imperial in Hand, or by 
's the turn, when it is good, effaces his adverſaries 
points: it is the ſame when he makes up bis Impe- 
rial, by counting his Points. 2 
XIV. He that makes an Imperial with the Points 
L. Nor the Cards he wins, prevents his adverſary from 
having any Points mark'd ; whereas he that makes 
4 it up by the Honours that he wins in the play, can- 
not prevent his 3 what he wins 
nde Carts, if be wins hem. 
XV. The turn takes place in Caihing ade Party, 
before an Imperial in hand; the Imperial in hand 
before the Imperial turn d, if there is one; the Im- 
perial turn d before the Point ; the Point before 
the Imperial that is won in play; and that Imperial 
before the Honours ; and the Honours before the 
Cards, which ae the u Tela at ane Wanted on 
the Game. 
XVI. The Imperial wards, 42 rat while bs wes 
in play, et almitted but cen vod play with- 
out reſtriction. 
XVI1.” The Imperial won in play takes place on- 
ly in Trumps. 
XVII. The Imperial of Trumps in Hand, goes 
for two; withoot counting what is mark d for Ho- 
nours. 
ix. When the Points are equal, the eldeft Hand 


only, marks for it. 
XxX. He that'quits the Patty before ie is ſnithed, 


loſes it 3 or ta db hr arte TRI z 
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Hs — which is orighatly Spanid, 
is now much in vogue. There is great art 
in | playing it all, and it . no all atten- 
. 
It is ſo called, , "35 he that makes the leaf 
Tricks wins the Cards, which is the reverſe of all 
other Games. 
It is played by four or five verfomn and with 
forty-eight Cards, that is, all the Pack, except the 
four. Tens, which are thrown out, and which com- 
monly ſerve to mark the number of Tours: in ſome 
places, however, they don't lay out the Tens, but 
play with an entire Pack, in order to render iin 
the Reverſe the more difficult. | 
Alfter you have ſeen who is to deal, the Dealer 
muffles the Cards and gives them to his left hand 
Man to cut zhe then deals them by threes, dividing 
them all equally amongſt the Players, except thoſe 
which are reſerved for the Stock; which are three 
Cards when there are four Players ; and two or 
ſeven, when there are five; the eldeſt Player 
ghen lays out ope of his Cards, if he choſes it, 
and 


1 
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and takes one trump from: the Stock, puting the 
Card he lays out under the Stock; and ſo the reſt 3 
and he that does not diſcard has a right; to ſee the 
Card that he might have taken, and 1 it hes 
wards under the Stock. | 

You are to obſerve, that the Dealer does not take 
any Card from the Stock; he only places one of his 
Cards under it, becauſe he deals himſelf one more 
than any of the other Players ; that is, when be gives 

eleven Cards to each of the other Players, he gives 
himſelf twelve; from whence it comes, that the 
Stock which was only three Cards before they 


jak fn, ee end yet lt tag 
vantage the Dealer has. 


The following Rules en * 70 bo hr 
in order 10 play the Ga ut of REVERSE.” 

I. The Cards always keep their natural value. 

II. There is no Trump; and you are 6bliged « to 

y in the Suit led, or elſe you renounce. *_ 

III. The Knave'of Hearts is the principal Car 
in the Game, and is called Quinela; when it is 
played in Renounce, he that plays it, wins the par- 
ty; which conkfis of OY one hu fut in = 


box, 

IV. He "who | is obliged: to way" Quinola. to 4 
Heart, is beaſted as many Counters as there are in 
the box: or if he leads it himſelf; not ee 
able to play it in Renounce. 

V. He that forces out the Quinola, is ES by 
him from whom he has. fore” d it, having no other 
Heart, four Counters or more, it it is { agreed; 
and ſometimes alſo one from each Player z but that 
muſt haye been previouſly agreed on. 

VI. He who plays the iscle in Renounce,, 


on a Spade, Club or Diamond, wins two Marks, or 
Lge aol more 


f 
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more (if it has been io agreed) from him who win I 42d 
that Trick, where Quinola is ptay'd in Renounce. 2 
VII. He chat wins the feweft Cards, where * 
there is neither Ace or King, Queen or Knave, ol * © 
in ſhort, where there is the leaſt, wins the Talon m 
or Stock; which is equal to à common Foul; 3 0r * 
ele what has been agreed on. 8 
VIII. He who makes no Tricks wins the Tilos X 
in preference to him who has made à Trick, tho” be Nr 
has no Cards that mark; and when two or more ff 
Players are equal, he that is neareſt the Dealer's left I for 
Hand wins. us 
IX. "The Ace tells five, the Ning four, the Queen de 
three, and the Knave we and theſe enn lay 
only to pay the Talon. 2 
X. He who has — Niete in le Game, i 
he that pays the Talon, to him that has the leaſt; 
and in ume. it bh the eget. Hand chat 
pays it. 
XI. He that renounces pays a certain axmder ol 
Counters agreed on z or is beaſted. 
XII. He that plays before his turn, pays 0 
ter to each of the other Players. 
XIII. The eldeſt Hand ſhould always begin by 
heading Hearts; if he has one. 
XIV. It is not permitted 0 lay ont a Heart. 
XV. He who alone wins all the Tricks, wins 
not only the Poul, but alſo two Counters from each 
Player; and has return'd him, whatever he may 
have paid during the play: and he that may 
have play d the Quinola 1 in renounce in that Deal, 
wins nothing; this is call'd making the Reverſe. 
XVI. He who plays an Ace in renounce, { on ano- 
ther Suit, wins one or two Counters, as is agreed; 
and it is he that wins the Trick that pays, and ov 
double 


hy 
* 
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double for the Ace of Hearts: if he- that if to lead 
leads an A whatever Ace it is, he neither re- 
ceives or pays: anx thing for ſo doing. | ; 

XVII. Hethatiy obliged to play the Ace, in playing 

to a Suit led; pays to the other that forces, him, the 
ſame that he would haye received, if he had 
play' his Nee in Renounce, and the double of the 
common Game for the Ace of Hearts. 

XVIII. When the Pack is falſe; or the Cards are 
wrong dealt, there muſt be a new Deal. 

You have here what is neceſſary to be known, be- 
fore you begin to play at the Game of Reverſe; let 
us now ſee, what is nec to be known, to play 
the Game well, We have ſaid that you. muſt.not 
lay out a, Heart, and the rules of the Game forbid 
it; nevertheleſs, if it ſhould: ſo happen, that one of 
the Players, ſhould. hald. only the King; or Queen; 
vichaut having a. lower Card. to play, to the others 
in Hearts, in, arder ta force che Quinala,; be may 
in that; caſe, diſcard, ane or other, nnn 
Hearts, , 

If you play without faxcing tha Quinols, thav is, 
without abliging the Elayen who has-it; to keep it; 
he has a right to play it, when be is to play, not 
having Hearts enough to · deſend it. 

Tho you pla without forcing the-Quinola; you 
till ꝑlay the firſt and ſecond. Tours forced; where 
you are obliged to keep it, tho alone: but after 
the forced Tours are finiſhed, you keep it only when 


you find it advantageous for your Game; for when 
he that has Quinola is obliged to play it on the 
Heart, beſides the counters that he pays, he makes 
the Beaſt, of as manycounters as there are in the box. 
When the Quinola is diſcarded, or that it is force- 
ed, in ſhort, when nobody wins the Poul, cach Play- 
1 * 22 er 


*. 
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er puts two Counters into the box, only to recruit 
it; and the Beaſts. tliat are made, are not put in til 
afterwards, one after the other, beginning with the 
higheſt; unleſs there ſhould be one made by Re. 
nounce ; that myſt go with another . if there is 
one, or elſe with the Game. 

He who has a high Card in his Hand aotompanied 
with a ſmall one, and the Trick comes to him, be 
ſhould, in order to make but few Tricks, take it 
with his high Card, and play the low one, in order 
to bring his companion into play, that he may win 
the other Cards, which remain unplay'd, aud that 
he may not loſe the Talon. 
5 He that makes the Reverſe, As nothing to pay J 
on account of the Talon; the Player who has ſeve. 
ral Cards of the ſame Suit, is at liberty, to take a 
Card play d, or to paſs it; the ſituation of his Game 
js to determine him, either to take it or not: it is by 
addreſs that the Player, is to play in ſuch manner as 
either to win the Stock, or at leaſt, not to loſe it. 
It ſhould always be remembersd, that it is of 
importance to him that plays, to furniſh as often as 
he can, inferior Cards to thoſe that are pla al layd before 
kim; for to win the SP you 1 ma very often, 
not make a-fingle Trick. 

If what is here ſaid, concerning this Game, be 
conſidered with attention, it will be eafily learnt ; 
and when once well nyt is l l great 
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of H 18 a which is aloft Ae in 
Paris, is nevertheleſs very diverting, and re- 
quires a certain addreſs, that every Player is not 
naſter of: There is reaſon to expect that when 
known, it will be well received; being, beſides, a 
Game of great commerce. 
it; The number of Players at Papillon, muſt deri 
eat ter three or four ; and they play with an entire 8 
eck of fifty-two Cards. on 
After you have agreed on-the number of Tours, 

you intend to play, ſettled the value of the Stakes, 

ad ſuch other things as are matters of choice; on 
then ſee who it to deal, and as the a is diſadvan- f 
tagious, the loweſt deals. | 
The Dealer gives the Cards tothis ld bnd m man 
o cut, and then gives to each of the others, _ a 


* 
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himſelf, three Cards; which are to be dealt one and My: 
one, and in no other manner: after which be ſepa. to 
rates the next ſeven Cards from the Stock, which WM hi 
ven, Cards be. turns up. ; this is done when. there 
are three Players, which is the common manner of in 
playing the Game: but when there are four Play. ca 
ers, he turns up only four; in order that the Card or 
may be equally regulated. an 
There is a box om the middle of the table, int Ei 
which every oue at the beginning of the Game puts W tal 
a Fiſh z more or leſs; as they choſe to play high N an 
Or not. 
He who is on the right of the Dealer, examine; | 
his Game, and ſees if there is any Card on the boad in 
* that agrees with thoſe he has in his Hand. on 
You are to obſerve, that there are only the King, Wt 
Queen, Knave and Ten, that are neceſſarily chang. W na 
ed for one of the ſame ſorts 5 Ding for aKing, | | 


Queen for a Queen, &. 
hy. mos too, that ſeveral of theſe Cards that arc . 


on the board, collected together, may be taken off hy the 
one Card; for. example ;. if. there. is on the board 
an, Ace which goes for one Point, a. Four and. a Five; he 
you. can. take thoſe three Cards with a Ten on 
that you. may have in your Hand; if you are t 
play : and fo of the others which, may be pair'd in 
like manner: and. it: is.in. this that conſiſts the fill 
of:the Game; as you draw thereby twa,advantages; 
the firſt is, that you carry off thoſe Cards that may 
de of-uſe ta the other Players; and. the ſecond, t! 
you got. by: this means a great number of Cards 
— ps ſerve. to. win. the. Cards, far, which 
one pays what, has been agreed on, ta tha winnen 
We faid, that if it was your turm to play, becauſ 


ifyou-was not to play, he that was to play before 
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Apa, might take the Cards that are on the Game, 
1 r be conveniont ſhe: 
re ia thork, it is a genial rule; aire bend Ae 
of in your Hand, a Card of ſome Sort or other, that 
1 — 5 2 to take; by equalling it to one 
Mor more Cards that are on the board ; as for ex - 
ample, with an Eight, you cannot take off two 
Eights, but only one; but with an Eight you may 
take off two Fours, or a Five and Three, or a Seven 
and Ace, or a Six and Two, which are all equal 
numbers amongſt themſelves. 

You are to obſerve, likewiſe, that tho' you here 
in your Hand, ſeveral Cards ſimilar to thoſe that are 
on the board, you can nevertheleſs take off only one 
u each Tour; and cach other Player in like 
manner. | 

He whoſe turn it is to play, and cannot pair any 
Card that is on the board, having none of the ſame | 
ſort, or of an equal number with two or more of 
them z is obliged to lay down his Cards, and to 
put for ſo doing, as many Counters into the box, as 
he puts down Cards ; and when every one has 
play'd his three Cards, either by the Tricks that he 
has made, or by laying down his Game; he who 
is to deal, gives in the ſame manner, three Cards to 
each Player, out of the remainder of the Stock; 
without cutting and the ſame thing is done over 
pain, by endeavouring to pair-the Cards that are | 
on the board. 

At laſt, when all the Cards are dealt, hawks 
clears his Hand of his three Cards, by taking up 
thoſe on the board, wins the party ; and if there are 
ſeveral that clear their Hands, he who is neareſt . 
the Dealer's left Hand, wins in preference; and 

I con- 
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3 ſee by this, that if the ſeniority hart 
advaitige; it as alſo difadvaiitipe; ih HE; ir is 
but puſt tar he mould wih, who plays the Patty by 
up the feiveſt Cards, bẽtauſe it 45 the mot 


diffitult : and wien noBoly finiſhes, that js, does not 


discharge HithfelF of His three Cards, ts It frequent. 
ly happens; he that plays the laft Gad, or Cardz, 
by laing down, beſides thät he colleeks all the 
Cards Which are on the Ghnie; ab Which ſefbe to 
win the Cards, he receives dHo of ech Pla yer a 
Counter for the Conſolation. Here olle ile haz. 
ards of the Game, and what i is paid for und againſt. 


Hazanps and Clams to be paid at the Gans of 
1 1. 0 N. 


I. He n lays down bis Cards, Pays. as many 
CBhntets to the box, is lle! lays down "Cards. | 

II. He hd th Taying down his Cittds, lays down 
olle, two, of tire Aces, pays to each Player as many 
Counters as he lays 'dbwn Aces. 
HI. He who in taking the Cutts off the Boärd, 
tated ip one or mote Aces, fecelves as — Coun- 
tets from each Player, as he takes a Ate | 

IV. He iwtio withobt ib Ate in h land, draws 
andther Ace from the'board, wins two Counters of 
each Player : He that with a Duce, draws two Aces, 
wins four Counters from each » he that with a 
Three, driws three Aces, Wins fix Counters from 
esch; and he that with a four, drabs the four 
Abes, wins: * m—_ in like manner. 
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V. He who having a King, a Krave, or other 
Cerd'[d-his Hand, (draws three Cards of the fe 
fort, wins a Counter from each Payer; and — 

igel the Fan, or NMay- bug. 
WI. He . ſiles manner, Who has nee Onde or 
the ſame ſort, of which the fourth is on the b6ard, - 
— Mh ku Three, a WIS 4-Coviner from 


i 90 He'thdt t6-ptaptigean90s all: this Cards, 
or the only Card that remains on the board,” witty a 
Counter from each Player, and this is called Sauter. -- 
elle, or the Graſs-hopper ; and in that caſe, he who h 
is to play after him, is obliged to lay down his | 
Game. 7 HE 
VIII. He that in play, during the courſe of the 
party, makes his three Cards, wins a Counter from 
each; and that is called the Petit Papillon : we ſay 
during the courſe of the party, becauſe he that 
makes them when ay the Cards are play'd, wins the 
art 
g IX. He who in his Tricks, has the greateſt num- 
ber of Cards, receives a Counter from each, for the 
Cards ; and when they are equal with ſome other 
Players, no body wins them; but they are pay'd 
dbubfe Me next Deal. 
X. He, who tho” he does not win the party, holds 
out with his Cards the laſt, receives a Counter from 
each, and this is called the claim of Conſolation. x 
XI. He who wins the party, or holds out to the 
laſt, takes the Cards that are on the board, which 
ſerve to win the Cards, 
XII. If the Pack ſhould be falſe, the Deal is 
ſill good, provided the number of Cards is right. 
XIII. When the Cards are wrong dealt, the Deal 
becomes void, the * it is perceived ; _ in 
2 at 


vis P APILL © VM. 
tat caſe there he new Deal; man an 
forſeits a Fiſh to the box. 


XIV. He that plays before kis turn, is oblige 


to lay down his Cards. 

XV. He that deals, is to declare that they are the 
laſt Cards, when there are only three Cards for each 
left in the Stock. 


This Game is very ealy, and affords a great deal. 


of pleaſure to them who play it well; and when it 
is once learnt, there is no doubt of its being found 
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T Game is very entertaining, and the 

rules of it are very eaſy: by the name you 
learn the nature of it; for in effect it is an aflem- 
blage of ſeveral ſorts of Games.. 

To play this Game, you take an entire Pack of 
ifty- two Cards, and throw out the Figures; and 
count by the Points of the other Cards; a Ten for 
ten, an Ace for one, and ſo of the reſt. . 

Several perſons may play at Ambigu, from two 
to ſix; but the moſt agreeable party is that of five - 
or fix, 

Before you begin, you ſhould take a number of 
Counters, to which you fix what value you pleaſe, 
and mark the time, or number of Deals you intend to 
play; if the time is mark d, any Player that is a loſer, 
has a right to quit the party before the time is ex- 
pired ; but never thoſe that have won, even tho? 
"ne or two of the lofing Players ſhould have quitted: 

| but 
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but when the number of Deals is mark'd, all the | 
Players are to play till the party is finiſhed. | 
After theſe Poigts are ſettled, you ſeg why js to 
| eQeal, which may be by the bighel er welt, 2x 56. | 


agree : then he wha, is te deal, having firſt Muffe 
the Cards, and they are cut by his left hand man, 
he deals each Player two Cards, one after the other: © 
and when each Player examines his Cards, he ſe © 
if he has a proſpect of ſucceſs, either by the Point, i © 
the Prime, the Sequence, the Tricon, or the * 
Flux, or by any two. of theſe advantages; or. laffly, 2 
by the Fredon; if he has, he ſtands his Game; il © 
not, he ſays, 7 paſs; he then diſcards one or both 
of his Cards, and the Dealer gives him others in 
their room, and ſo of the reſt, 

He who with his two firſt Cards has a good pro- 
ſpeR, inſtead of ſaying, pa/5, ſays Bafter, or enough, 
| = puts down one or two Amen — 
is agreed. RO 


| "The Dealer then * takes the remaining stock 
without touching the Diſcards, and ſhuffles and cut 
as before, and deals in like manner nn twos; 
which makes four to each Player. le 
The firſt Player then examines bis Foiiy Carb 
and if he ſees that he has a good Hand, he ſtand 
his Game, if not he paſſes ; and if all the other 
do the ſame, the laſt, who is the Dealer, puts dont 
two Counters, beſides thoſe which every one put 
. down for the Poul, and for the Deals: and obliges 
by that means, every one to ſtand his Game. 
- You are to obſerve, that if one of the other Plz 
ere has a good Game, or that he expects to ha 
by the diſpoſition of his four Cards; or. that the lal 
Player will not put down the two . we har 
uſt mentioned; he lays, Ja, or, go; ke 
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three Counters more, or a greater number, if he 
chooſes it; and if nobody ſtands the Game ; be 
takes up what was put down for the Deal; and the 
laſt Player beſides that, pays him two Counters ; un- 
leſs he himſelf makes the Vade. 

If it ſhould happen that there are two or 3 
ers, that will make the Vade; each of them in that 
caſe diſcards in his turn, what he thinks proper of his 
Game; or none, as he chooſes; however, he is not 
permitted for that time to return on the Players 
who make the Vado, before they have diſcarded, 


and have received at moſt four Cards for the laſt time, 
When all the Diſcards are finiſhed, each Player 


ſpeaks in his turn; and if he has received nothing 


that he expected, he ſays, pa/s; and if all the o- 
thers ſay the ſame, the Yage remains for che next 
Deal. 

But if any of the Players has a good. Game, and 
having made the Rewy, be {ets ſome more Counters 
than, chere are on. the Game, he is allowed either 
to ſtand the Game, or to paſs ; if he paſſes he takes 
up all, and receives from each Player, what he has 
of the Point, Prime, Sequence, Tricon, Flux,-or 


Fredon ; the value of each of ele you will ſep 


hereafter. ,  , 

If any of the Players bands the Bow ne may 
then Rewy in turn; and after the Rewys are made, 
and the play ended, each Player chat ſtands it, ſhows 


down his Game; that it may be ſeen who has won; 


and the others pay to him, the Sequence, Tricon, 
and the reſt, according as they have agreed. 

The principal view at this Game, is,. to make a 
good Point, Prime, Sequence, Tricon, Flux or Fre- 
don; terms that we ſtiall „ Ag at the 
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= Explanation of Term: of the Game of AMBI GU, 
and their Value. 


The Point, confiſts of two or three Cards of the 
fame Suit, as Diamonds, Clubs, &c. It is the low. 
eſt part of the Game; the ſuperior Point take: 
Place of the inferior, and is pay'd by a Mark or 
Counter from each Player ; befides the Poul, the 
Vade, and the Revys; to him that wins it. You 
are to obſerve, that one Card makes no Point; ſo 
that a Four and a Five, that make only nine, take 
place of a Ten, and fo of the reſt; and in the ſame 
manner, three Cards of an inferior Point, take place 
of a two of a ſuperior. 
The Prime, is four Cards of different Suits 3 this 
wins in preference to the Point, and is pay'd by 


two Counters from each Player; befides the Poul, 


the Vade, and the Revys : and if the Points that 
. compoſe it are above thirty, it is called the Grand 
Prime, and is paid by three Counters from each; the 
higher Prime takes place of the lower. j 
The Sequence, is a Teirce in the ſame Suit, as a 
Five, Six and Seven ; this takes place of the Point 
and Prime; and is paid by three Counters from 
each, beſides the Poul, &c. the higher Sequence 
takes place of the lower. 
The Tric, is three Tens, three Nines, three 
Fours; or any other three Cards of the fame rank; 
this takes place of the Point, Prime and Sequence, 


and is paid by four Counters from each; beſides 
the Poul, &c. and the higher Tricon takes place of 
the lower, 

The Flex, is four Cards in the ſame Suit, as four 
Hearts, or four Diamonds, &c. and this wins in 
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preference to the Tricon, Sequence, Prime and 
Point; and is paid by five Counters from each 
Player, beſides the Poul, the Vade and the Revys. 

Theſe five are the fimple Games that compaſe 
the Ambigu. We are now to ſhow thoſe that are 
double z as containing two of them, for which rea- 
ſon they take place of any fingle ones. 

The Tricon with the Prime, is, when three + i 


or three other Cards of the ſame rank, are joined to 


a fourth Card of a different Suit ; by which means 
it takes place of the other ſimple Games ; and. js 
paid as much as the other two Games would. have 
been paid ſeparately.. | 
The Flux with. the Sequence, takes place of "Y 

Tricon with the Prime, and of all imple Games; 
and is paid in like manner, what would have been 
paid for them ſeparately. * 

A Sequence of four Cards takes place of a Se- 


- quence of three, tho* the latter ſhould contain an 


higher Point than the former. 

The Fredon, which. is four Tens, four Ares, four 
Nines, &c. is conſequently. higher than all the g- 
ther Games, it takes place of them accordingly, and 
is paid eight Points for the Fredon, and two or three 
fot the Prime, according as it is great or ſmall; the 
higher Fredon takes place of the lower, — 17 
of Aces is the loweſt of all. x 

When the Point, the Prime, the Sequence, n 
the Flux, are equal, the elder wins it by right of ſe- 
niority. Having thus fully explained the parts of 
the Game, we ſhall now give the laws of play. 
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| Laws of the Gauz of A MB1G U, 


1. When there are two or three Players that have 
en equality, the eldeſt wins it, unleſs in the Point, 
where two Cards in Sequence, as Four and Five, 
or Five and Six, take place of Two and Seven, or 
Seven and Four, where the Points and number of 
Cards are equal. 
II. He that makes the ſeeond e cannot re- 
vy above what has been already 3 _ the 
Cards are dealt for the laſt time. ; 
III. A Player may revy over ee they 
| have all paſs'd, and are engaged in it; the firſt 
may then be of the Revy with the others, and even 
revy above them, if he has . ſtrong 
to do it. 
The Players may, by common oonſent, regulate 
the Revys, chat et os 1 gren 

IV. How great ſoever the Revy is, ni One cin 
win or loſe more than the Counters that are before 
him, or that are due to him by the other Players; 
for you cannot oblige him ta ſtand to mare. ' 

V. This Game is not to be play on credit, that 
is to ſay, a Flayer is mt to g for more chan be has 
Stakes, if he wanld do that, you axe ft to gray! 
that is, give out freſh Counters, for which ** is to 
pay before he plays. 

VI. You have à right to demand what yon have 
avon, till the Cards ave. nne, ant ee 
not aſterwards. 

VII. It is not permitted to take any money from 
your purſe, or to borrow any, after you have ſeen 
the third Card, therefare, after ſeeing the two fit 
Cards, and "tHe that you have a promiſing 

Game, 
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Game, you may do it, when any ane deals again, 
75 end ſtake what you think Proper, by fayi ing, I bave 

bo many Counters. 
ave i VIII. Tho? you haye nothing remaining | before 
int, you, or that all is engaged on the Revy, yau pay 
ive, nevertheleſs the value of the Game to him that wins 
or it; that is, the value of the Point, Prime, 88. 
ef quence, Flux or Tricon, &c. and as was 4 
before, all except the Vades, and the Reyys. 
IX, Every time there is a paſa, the Cards muſt be 
dealt without ſhuſing ; and they are quly ſhyffled 
and cut, when the firſt and ſecand Y ages are made. 
When ther are pat: Cards ſufficient 10 deal to c- 
very Player, aud it is w be done; after hevipg deale 
all that here arg, they tabe up the Piſcards, 
which gre ſhuMcg, cut aud dealt, to compleay-the 
aumber wanted 

X. If any one of the Players forſges that chere 
wil not be ſy gient Cards, and that they will be 
obliged to take the Diſcards, be is at liberty to 
puthis Piſcard: on one fide, that they may not be 
taken bo 1 the reſt; leſt the ſame Cards that 
were uſeleſs to him before, ſhould be dest him 
2pain ; ar leſt, being good Cards, they ſnpuld 
575 another Players 12 god. 

XI. He who calls his Game wrong, as a wrong 
Sequence, Flux, or Prime, c Pays nothing for 
* that n "miſtake; ; becauſe to make his Game a8, i it 

muſt be ſhown down on the board; and the others 
© i ought not to mix their Cards, till they have ſeen 
t his Game: for if they ſhould mix them with their 
Diſcards, he that called his Game wrong, ſhall ne- 
vertheleſs count it, by ſhowing it down in order to 
puniſh the others for their inadvertency. 


XII. He 


\ 


[ 


180 AM BIO v., OR, THE BANQUET. 
XII. He who has too many, or too few Cards, 


whether it be after the firſt Deal, or after the Diſ- 


card, loſes the Coup or Deal, arid his money; whe. 
ther it is a Vade or a Revy: it is of conſequence there. 


fore to take care of your Game, and not to afk for 
more than you ought to have; as there is no penal. 
ty for him that deals them, unleſs he deals them to 
himſelf. . 

XIII. If the Dealer neglects to ſhuffle, and to have 
' the Cards cut, when he makes uſe of the Diſcards, 
as we have ſaid; he ſhall be obliged to pay four 
Marks to the Game, and loſe the Coup without 
its being prejudicial to the other Players, who fhall 
finiſh their Revys and the Coup, which they ſhall 
be paid according to the value of their Cards, 

XIV. If either of the Players ſhould ſhow his 
Hand, or his Diſcard, he ſhall loſe the Coup, and 
pay four Counters to the Game. 

The moſt entertaining parts of this Game, are the 


Revys that are made, and the curiofity the Player ha 


of ſeeing the Cards that he draws, in hopes of find- 
ing what he wants ; in which, however he is very 


frequently diſappointed. 


This Game is very ſocial and amuſing, and there- 


fore very fit to paſs away an irkſome hour ; but as it 
might carry the Player too far, it is highly proper 
to ſet a bound to what ſhall be loſt, and never ſuf- 
fer the play to continue, after it has once reached 
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COMMERCE. 


HIS Game is play'd with an entire Pack 
of fifty-two Cards, which all keep their 
natural value, except the Ace, which ſtands for ele- 
ven, and is above the King, as the King is above 
the Queen, &c. | 
Commerce cannot be play'd by leſs than three 
perſons, and it may be play'd by ten, or even 
twelve. | 
After having cut for the Deal, the Dealer ſhuf- 
fles the Cards, and they are cut by his left hand 
man: he then gives three to each Player, begin- 
ning with him on his right hand; he is at liberty 
to deal them ſingly, or all three together, in order, 
as the ſaying is, not to amuſe the board. 

Every one has a certain number of Counters be- 
fore him, which they eſtimate as they. pleaſe, and of 
which each Player puts down one for his ſtake, 

The deſign at this Game is, to get the Point, or 
cate eats 23 


they 
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they arrange their Cards, as they are diſpoſed to 
make one or other of them; of which here follows 
the explanation, 

The Point, is two or three Cards of the ſame Suit, 
the higher diſannuls the lower; and one Card is 
no Point. . 

The . is, what at Piquet i is call'd Teirce: 
that is, Ace, K . and Queen; King, Queen and 
Knave; Queen, Knave and Ten, &c. obſerving al- 
ways that the higher takes place of the lower. ' 

Laſtly, the Tricon, 4s three Aces, three Kings, 
three Queens, &c, the higher ſtill effacing the lower, 

As there are quly theſe three parts in the Game, 
he that has the higheſt Point wins, when there ig n 
Sequence or Tricon; ſo he that has the higheſt Se- 
quence wins, when 1 is no Tricon ;- the Tricon 
winning in preference to the Sequence, and che Se- 
quence to the Point. 

Hethat deals is calPd the Banker, and che Stock 
4s-cald:the Bank: the Banker bas ſeveral privile- 
ges, and he has alſo ſome ann a — 
ſer hereafter.. 

There is no Carl anp'd.5p at cht Gaape, as there 
is no Trump. 

When abe Cards are dealt, the Banker plages the 
Stack before him, and ſays, Me will Trade; the 
. hee digg examined his Hand, Rye, Fr 

ney, Or, I Barger, of which be has the 
_ 46 the ſecopd, third, c. 

Trading for money, is to take of the Banker, a 
Card from the Stock, in room of another Card that 
Zou give him, which he e places under the Stock, and 

you pay the Yanker A Counter For. that - Jah 
; Trading by Barter, is chan 25 a Card oy: an 


e and got ig is paid fo chat 


-- and 
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and in this manner they commerce, each one in his 
turn, till one of them has found what he wanted. 

Hechatis the firſt chat finde the Point, the Sequence, 
or the Tricon, hows down his Game, and is not o- 
bliged to Bay till the other Players begin a freſh 
Tour, after chat is found: and if one of them has 
a Hand that he choſes to ſtand, and hows it down 
without trading, thoſe that are to ſpeak after him, 
cannot Trade that Tour, and if be is the eldeſt 
Hand, nobody can Trade. 

When one af the Players has op d the on- 
mere, be that has the higheſt Point, Sequence, or 
Tricon, wins, and chey begin a freſh Deal; he that 
is on the aight band of the Banker dealing. 

We hall now ſhow the privileges and advantages 


of the Banker. 


And fuſt; af cm a 22 mee Flay 
er that ti ads erer 
gives from. — — 

He gives nothing 40 AAF ene, al;hopgh be trades 
with the Bagh, 

If these ſhonld he an £guality of Point a- 


wong ſeveral Players, and there is no Sequence. or 


Tricon, the Banker wins the Poul, in Preference to 


the other Players. 
Tho" he gives Ae for trading with the Bank, 


he rpe5ivgs gexertheleſs 2 Counter from each Player, 


 vho-trades-with the Bank, when, be wins the party. 


He can eqpally with the other Players trade by 
Barter; anf be muſt likewiſe fyrniſh his left Hand 
neighbqur ich A Card from bis Game, if he ehr 
it, withopt mne y. aa 

Let us no deg the difdyantages.of the Banker. 

And firft, whatever Game hema have, if he dees 


not win the Poul, he is obliged to pay a 3 to 
m 
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him that wins: becauſe he is always ſuppoſed tv 
| have been at the Bank. 

If he has Point, Sequence, or Tricon, and does 
not win the Poul, becauſe another Player has one 

chat is higher, he pays a Counter to each Player; 
to which the other Players are not liable, 

So you ſee that as he has ſome advantages, it like. 
wiſe ſometimes happens, that tho? he has drawn lit. 
tle or nothing from the Bank, he is forced. to pay 
more Counters than he has received. 

It is needleſs to make a ſeparate article of the 
laws of this Game, as they are contained in the di- 
rections we have given: we ſhall only add, that if 
the Pack is found falſe, or if the Deal is wrong, or 
that there ſhould be a faced Card, there muſt be a 
new Deal. 

This Game which has nothing of the old one, 
but the name, the manner of playing it, being neu, 
and more diverting ; has many Partiſans, as well W 
in Pariz, as in the Provinces: it is a very ſocial i y. 

Game; for as we have ſaid, a dozen perſons may Wl k. 
play at the ſame time, and it is a Game of Com ſh vi 
merce, as you win.or loſe in wy, Dor as you eſti-W re 
mate your Counters. 
They formerly play'd till one of the Players bad fo 
loſt his Stake, which ſometimes carried the Game 
too far, and ſometimes by the ill luck of a Player, P. 
it was finiſhed; juſt as it begun: it-is' more eligible WM 
therefore, to regulate the number of Tours, as u © 
Quadrille: when there are twelve Players, they Wl 
may, therefore, play five Tours, and in Proportion, i P! 
as the number is leſs : a Tour is till each one of the if PI 
Players has dealt once; r is common) th 
kniſbed N hes 
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HE rules we here give for playing this Game, 
are entirely new; nothing of this ſort having 
yet been publiſhed ; for the Game is almoſt un- 
known at Paris ; though much play'd in ſome Pro- 
vinces; and as it is highly entertaining, there is 
reaſon to expect that it will be well received. 
Tontine may be play'd by twelve or fifteen per- 
ſons; the more the merrier. | 
All the ſmall Cards are here uſed, that is, it is 
play'd with an entire Pack of fifty-two Cards. 
Before they begin, every one is to take a Stake, 
conſiſting of twelve, fifteen, or twenty Counters, 
more or leſs: each of which they value as they 
pleaſe : and at the beginning of the party, each 
Player puts three Counters into a box, which is on 
the middle of the table; then he who is to deal, be. 
ing cut to by him on his leſt hand, turns up a Card 
| from 


\ 


Three Counters from the box, for his own Profit; 
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from the Stock, or each Player, according to his 
rank, and gives at the ſame time one to himſelf, 
The Player whoſe Card turn'd up is a King, draw; 


fs is a Queen he draws two ; and for a Knaye 
one 3 he that has a Ten, neither draws or pays any 


thing; he that has an Ace, gives one Counter to 
his left hand neighbour; he that has a Duce, gives 
two, to his ſecond left hand neighbour ; and he that 
has a Three, gives three to his third left hand neigh. 
bour: as for him that has a Four, he puts two of hit 


Counters into the box; a Five puts one there; 
a Six two; a Seven one; an Eight twoz and a Nine 


one; obſerving to pay, and to be pay'd, exaQly 
what is due. 

Then he who is on the right of the firſt Dealer, 
takes up the Cards, and deals; and this Deal is play d 


in the ſame manner as the firſt; and each Player 


deals in his turn. 
| They who have laſt all their Counters are dead; 
but they do not die wirhout hope ; ſeeing that any 
-ong of them may revive a „ by the affiftance of 
An Ace, which may be in thy e hand of his right hand 
eee for which be ceceives a Counter; or by 
means o Fry that 555 be in the Hand of his ſe. 
cond right han neighbo ur, for which he receive 
wo Counters; or by a Three, in the Hang of his 
third right Hand neighhour, f for Aich! he receives 
three Counters, 

The Player who has a ſingle Counter | „ has 


| the ſame right to lay, as be that has ten {i} 
and if he ſhoult 10: two or three Counters that 


Deal, he can only pay what he * and has his 
_ diſcharge, | bs ha 
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. The deceas'd Players have no Cards before them, 
nor dothey deal, though i it comes tp their 1 Falun cf 
leſs are lyck ugh to come to lig again, 
ef 5 ' play "aw Jul 21 if they had never 2 
He who outlives all the feſt, by having Counters 
left, Shed theirs are gone, wins the party, and e en- 
joys what all the n have pee. | 
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Game. of the greateſt comments. A great excel - 
lence of this Game is, that it is moſt agreeable when 
- there is a-great number of Players ; for it may be 
play'd by ten, twelve, or more; but cot 8 
leſs. than -four'or-five Players. "PLE 

They play with two entire Packs of. Case, ine 
which ſarves bor the Tricks, d other Athe a 
datonEnes:; 1 ⸗„% „%% „ 112401 62. IR 
Each Player mould taken certain number of 
Counters, mare or leſs, that, and their value de- 
e pending on the will of the Players. 8 
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W LOTTERY. 
Theſe Points being FIR every one gives de 
Counters he has, for his Stake, and being put al" 
; together into a. Fox or purſe, on the, middle of the 
table, they compoſe the fund of the Lottery. 
The Players being all ranged round the table, 
two of them take the two Packs of Cards, and as it 
is of no importance who deals, as there is no advan- 
tage in being eldeſt or youngeſt, the Cards are com. WW 
2 RY preſented in eompliment, to ſome two of the 
vers. 
be Dealers after well ſhuffling the Cards, and 
© having them cut by their left hand neighbours : one 
of them deals a Card to each Player, and all theſe 
Cards are to remain turn'd, and are call'd, the Lots: 
each player then places on his Lot, what number of 
Counters he thinks proper ; they ſhould obſerve, 
however, to make them one higher than the other, 
that there may be few as'poſlible of the ſame value. 
The Lots being thus prized, he who has the other 
Pack, deals likewiſe to each Player one Card; 
which are call'd, the Tickers : each Player having 
received his Card, the Lots are then turn'd, and each 
examines whether his Ticket anſwers: to any. of 
the Lots; ſor example, if the Lots are, the Knave 
of Clubs, the Queen of Hearts, the Ace of Spades, 
the Eight of Clubs, the Six of Diamonds, the Four 
of Hearts, the Three of Spades, and the Te of Dia- 
monds; he ox they, whoſe Cards correſpond to any 
of thoſe, take up the.Lot or eine that is mark don 
that Card. 
The two Dealers then colle@ thoſe Cards, that be. 
hang to their reſpective Packs, and after having 
ſhuffled them, deal again in the ſame manner as be- 
fore, the lots being laid down and drawn. by the 
TRI in the manner we have juſt * 
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d ſuch lots as remain undravn, are to be added to 
e fund of the Lottery. 


e 


m 


* at, after which, each Player examines what he has 
the an, and the Stakes are paid in money, by him 
ho drow the Lottery 3 whoſe buſineſs it is, tocol- 
ve. t and divide it. 

If the party ſhould laſt too long, inſtead of giving 
t ar ache aaa for his ticket, you may give 
o, three, or even four, one after the other, accord- 
ors you would have the party continue : the en- 


denten the party. 

Game is highly diverting, and affords-ar 
nne 222 with 
ot but be ag e ; for even 
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raf xeir Game, may here 
"= iz altogether a 


; the value of the lots likewiſe, helps * | 


vents them from 
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HIS Game "rats wack.” that 6f Cams 

merce; and tho it is ſcarce ever play'd'by 
certain claſs of people, it is nevertheleſs very.divert: 
ing, and the pains at have been taken | to. give it 
new turn, it is likely, will engage maniy.perſons to 
amuſe themſelves with it; being beſides very eaſy, 
and a Game that cannot be attended with any great 
loſs. 

It is fo called, becauſe, the whole buſineſs of th 
Player at this Game is, to endeavour to accom- 
modate himſelf by his neighbour ; as you will ſe 
by what follows. - 

This Game is play'd with an entire Pack of fifty 
two Cards : and it may be play'd by ſeven or eight 
perſons, each one having aStake, conſiſting of as mai 
Counters, as you pleaſe, and the Counter is values 
according to what you intend to win or loſe: 0 
are likewiſe to determine how much the 8 Stake } 
be for him that wins the Game, 


* Aﬀt 


MA COMMERES we 
After feeing : whv'is to Heal, the Dealer Miffies,/ 
ad the Cards dre cut by his left Hand Player: We 
then gives to each three Cards, either ohe after tl& 
other, or altogether, and then places the Stoch d 
we rable, without turning iny Cady 25 0 
Trump at'tlis Game. 
The Cards being dealt, all thit- yols ſave: 1666 
js, to try to get the Point, the Sequence; ior ihe Tri. 
con: the Triton takes place of the Setnende/ahd 
« the Sequence of the Point: and the higher ab 
© Wakes place of the ld wer, when there are two'bf the 
7; Hane fort; and he of the tivo thut is nedreſt the 
Wright hand of the Dealer, when there is sh &ꝗuality. 
voa are to obſerve that the Ree ig adove/the 
» King, and goes for eleven Points. N 
The Point at this Game; confiſts ih reg nee 
ons {Cards of the ſame Shit; Which i ald called à Flux. 
by The Sequſence; is three Cards that follo in tlelr 
natural order; 21 Ace, King and Queen's Ring, 
Queen; Ruuve : Five; Six and Seven, &. and 1s 
that which is called a Teifce at Piquet, with this 
lifference, that at Piquet the Cards muſt be all 
i the ſume Suit, which kere is ndt ntteflary, pf. 
ided they follow in proper order. 
The Triton is three Aces, three Tens, or an) o- 
er three in like manner. 
Tbe eldeſt Hand, in order tb accommodate him- 
If with the advantages we have Juſt mentiòned; ſe. 
pirates from His Game, fuck Card as ſuits him 
aſt; and ging ft to iche Player on his right hand, 
le oh Neigbböur help me, or accommodate me, who 
ves him in return the Card of his Game that he 
ids leuſt ulſeful; and if He i 1s not contented with 
tis Hand, he in like manner ch with His right 
nd eſghbour ; And {6 the 4 0 dll Tome one 
of 


rerts 


eaſy, 


Treat 
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Il ſee 
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of them has found what he wanted; "In-which'eaf | 
he ſhows down his Cards, and if nobody has a bet. 
ter Point, Sequence, Tresa, than — be | 
wins/the part.. : 
"x You ill remember what was before Rid, that tha 
DO Ge er OG; 
Point ; that when there is an * 
Hand wins it. rt, pow 
He that wins by the Polnt, draws the Poul only 
but he that wins by the Sequence, gets not only the 
Poul, but a Counter from each Player; and he that 
wins by Tricon, gets beſides the Poul, two Counter 
frem each Player. 6 
It is to be obſerved, that ene after the 
Players have paſs'd all their uſeleſs Cards about for 
a long time, they are not able to accommodate 
themſelves by the firſt Deal, and in that caſe being 
tied with ſexvching to — ] 
to each of them another Card from the Stock, and 
receives one from each Player in their room, begin k 
ning with the right hand Player, and dealing fron W 
the top of the Stock; but this can only be done by 
common conſent ; for otherwiſe there muſt be 2 85 
new Deal. WO 
When each Player has got afreſh Card, they make ort 
the ſame Tour as before, each endeavouring to ac- bur 
commodate himſelf by his neighbour, till one of them 
has got a Point, Sequence, or Tricon: they may Wt © 
even draw a ſecond Card from the Stock, if they ¶ iti 
cannot ſuit themſelves by the firſt ; but that ſeldon ¶ ive 
happens, for they rarely deal more than twice. < 
I bere is no other penalty for dealing wrong, than 
dealing again: if the Pack is falſe, the Deal is void, 
but the preceding ones ſtand good; and even that, 
| ifitis finiſhed, that is, * of the Players has won. 
THE 
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HE name this Game bears, ſhows the plea - 
_ 1 ſure that. is to be expected in playing at it; it 
by is called a Murite, or, the Bride, becauſe a marri- 
de Ide is the principal advantage at the Game: the 
word Guimbarde was invented, to ſignify a dance 
uke ſormerly in vogue 3 which was full thing yy 
„- Jures. 
hem Several he's e nay "RON at this Game, from five; 
may W's eight or nine: and in that caſe they play with an 
they Wintue Pack of fifty-two Cards; but: if there be only 
dom WM five or: "fix; all the ſmall Cards to the Six or Seven, are 
| ron out; provided that there be enough left to 
than make a proper Stock. | 
void, The Players are to have a number of Cbuiiters, 
that, Wvbich they value as they pleaſe, according as they 
won. ws as play high or low, 


That 


1 
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Thbat done, there are five little . boxes, 

- © ofthe > af à Card; one is for the Gyimbarde, 
þ# who is the Bride ; another for the King ; a third 


for the Fool z a fourth: for the Marriage, and the 
laſt for the Point : and theſe boxes are rang'd as in 


the following OY 


A. 


ö „ „ere TY 
FIGURE Y Boxes: 
| The * The Max IAB. The Foot. 


| | lind. The GuimBARDE. 
| U e = 


* . Each Player puts a Counter into every box: they 
then ſee who is ta deal; and he that deals, having 

ſhuſſted the Cards, and had them cut by the Player ; 

on his leſt, deals to every one five Cards, by three 

and two; he then then turns up the Card that is on 


- the top of the Stock, and that is the Tramp. ; 

But before we proceed any further, it will be pro- 

per to explain the terms of the Game. 4 

Ide Point, cou ſts of three, four or five Cards in | 

the ſame Suit, one or two Cards make no Point, and t 

9885 25 higher always takes place uf the lower; and 4 
hon there are two equal: rn the elder Hand 

My wins it. » 

The Marriage, is when the King . and Queen of M 

Hearts, are in che ſame Hand; and this is a very K 


great advantage. 
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The Fol, is the Knave of Diamond. 
The Ming, is the King of Hearts, fo. called by 
way of of pre-eminencey as being the huſband of 
of Guimburde, who is the the Queen of Hearts. 
After every one has received his ſive Cards, und 


the Trump is made; they then examivetheir Hands, 


to ſex-if they have any of the advantages we have 
juſt mentioned, as the King, the Guimbarde, or the 
the Fool: they may all five come together, in the 
ſame Hand:; as when a Player has the King and 
Queen of Hearts, the Knave of Diamonds, and one 
or two more Hearts to make the Point; which 
poling it to be good, he draws the box with the Point; 
for the Knave of Diamands, the box belonging to 
the Fool: for the King of Hearts the next box, and 
and for the Queen of Hearts, that of Guimbarde: 
and laſtly, for having both of them together, that of 
the Marriage: and when you have any one of theſe 
ſeparately, you draw accoriing to what it is, obſerv- 
ing always to ſhow it down, before you draw it : 
every one then calls His Point, and the higheſt 
draws it, as has been already faid, 
Aſtet the Point is drawn, each Player put a Coun- 
ter into the ſame box, and that is the Stake that is 
won by him that makes the moſt Tricks:; to win 
the Cards you muſt make at leaſt two Tricks, for if 
every one makes one 1'rick, the Stake remains in 
the box, and ſerves for the Point the next Deal : if 
two Players makes each two Tricks, the Cards are 
won by him that makes the firſt two. 
The Guimbarde is always the principal Trump 
in the Game, in what Suit ſoever the Trump is 
made; the King of Hearts is the ſecond; and the 
Knave of Diamonds the third ; and theſe three ne- 


ver change; the other _ have all their common 
T AS 


value, 
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value, except the Ace, which is inferior, to —— 
and ſuperior to the Ten, Nine, &. 
The eldeſt Hand begins the n by leading fuch 
Card as he thinks proper, and the Game is conti- 
nued on, as at the Game of Trumps, each one play- 
ing for himſelf, endeavouring by all means to make 
two Tricks, or more if he an in order to win the 
Candes ... as 

There are vide Marriages at this Gai beſides 
that of Guimbarde; as for example, when one 
plays the King of Diamonds, Clubs, or Spades, and 
the Queen of the ſame Suit} falls to him; and this 
Marriage ſtands good, as well that Ware was' n 
by the Cards in hand. | 

If there is any thing further en to a per- 
— explanation of this Game, it will be found in 
the lrg laws. | 


| Lows of the O of GUIMBARDE. 


1, If there mould ben Marriage made in play, he 
that wins it, receives a Counter from each Player, 
except him that play' d the Queen 3 3 but if the mar- 
riage is made 3 in in nobody is exempted from 
paying it. 

II. He Nat a wins a Marriage i in Trumps, receives 
a Counter, from them * that play d the Xing and 
Queen. 

III. It is not allowed to trump a Marriage, with 
the King or Queen of Hearts, or Knave of Dia- 
moads. . 

x), He who has the grand match in hand, that 
is, theKing andQueen of Hearts, receives two Coun- 
ters from each Player, in playing the Cards, befides 
the boxes that he draws : but when it is made on the 
table, 


_ x --- 
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table, it is worth only one; that is, when the King 
of Hearts is won by Guimbarde, to whom alone the 
privilege of winning the King of Hearts belongs. 

V. One Counter is pay'd for the Fool, but if in 
play he ſhould be taken by the King or Queen of 
Hearts, he receives nothing ; on the contrary, he 
pays a Counter to the Player that takes him. 

VI. To make a Marriage in play, the King and 
Queen of the ſame Suit, muſt ſall directly on one a- 


nother ; otherwiſe the Marriage does not take place, 
VII. He who has the Queen to a King that is 


play'd, and is to play immediately after, is obliged 


to play it, in order to make the Marriage; of ꝑlſe he 
pays a Counter to each 58 for having ſpoiled 


the match. ” 2 


VIII. He chat renounces pays a Counter to each 
Player. 

IX. He that can force, or trump a Carl play'd, 
and does not, forfeits a Counter to each Player. 

X. He that deals wrong, pays a Counter to each, 
and deals again. 

XI. When the Pack is falſe, and it is diſcovered 
in the courſe of the play, that Deal 1s void ; but if 
the Deal is finiſhed, it ſands good, as do the pre- 
ceding ones, 

XII. Noone is to play out af his turn, if he does, 
he forfeits a Counter to each Player for ſo doing. 

Such is the manner of playing Guimbarde ; and 
as the rules of it are very eaſy, and it requires 
very little attention, no wonder that. it is found a- 
greeable, as well as amuſing, for it is one of the moſt | 
diverting Games that we have treated of, and after 
two or three times playing, with a little regard to 
the rules, the Player becomes a perſect maſter of i it, 

K 3 THE 
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T HERE are ſeveral ways of playing this Game, 


which all agree in ſome things, but differ in 0- 
chers that are eſſential ; for which reaſon we ſhall 
here particularly deſcribe the different methods of 
playing it: the following is the manner in which it 
is play'd at Paris, 

You take a common Pack of Cards, that is, the 
fame that are uſed at Piquet, in which the Cards 
ſtand in their natural order, which is as follows; 
King, Queen, Tuare, Ace, Ten, oy "Eight, 
Seven. © - 

This Game is play'd, one againſt one, or two a- 
gainſt two; or ſometimes three againſt three; when 
they play two and two, or three and three, thoſe that 
are of the ſame party, place themſelves on the fame 
fide of the table, and their adverſaries onthe oppoſite 
fide.; and thoſe of the fame Party communicate 


their Game to each other by ſhowing it only, and 


play aecordipg to their rank : but whether they 


| Poul in that manner, or e ol one, they begin by 


* 


e ee an aa 
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muffling the Cards, in order to ſee who is to deal; 
and as the Deal is diſadvantageous, he of the two 
parties who.cuts the higheſt Card, obliges the other 
to deal, which he does after ſhuffling the Cardo, and 
having them cut by bis adverſary, or by his leſt 
hand man: if there are ſeveral Players, he deals 
each five Cards, and takes as many to himſelf, by 
once two, and once three, and then turns up the 
firſt Card of the Stock, which is the Trump, and 
which remains upon the Stock. £8 

The eldeſt Hand then plays fuch Card: a8 he 
thinks proper, which Suit the othets are obliged to 
follow, if they have it, and to win if they can, or 
trump it if they have any Trumps, and have none of 
that Suit. 

He of the two, or of the two parties, that makes 
three Tricks, wins, and ſets up one for the Game; 
and if he makes the Vole, he ſets up two. 

If one of the Players has à bad & and, he is at li- 
berty to give up the Game to the other, and if the 
adverſe party, or the adverſary, when they play tꝭte- 
a-tete, will not accept of it, he loſes two if he does 
not make the Vole ; inſtead of gaining one if he 
had aceepted it. 


Here follow the Laws of the Ganz of 
1 1 Nan 


I. When the Pack is falſe, or that there is a 
faced Card, there muſt be a new Deal ; and the pre- 
ceding ones ſtand good, 

II. He whe deals too many or too few Cards, or 
any bow deals wrong, takes off one from his ſcore, 
if he has any, if not, the oppoſite party marks one. 

K 4 IH. He - 
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III. He who ondertakes the-Vole, and does not 


make it, loſes two Games. 

IV. He whe plays Nas, ben: turn. N N one 

: bro et 

'V. He who plays 10 855 Suit led, but * not 

win it when he could, loſes one Game. 
VI. He who having none of the Suit led, might 

have trumped it, and did not, loſes one Game, even 

tho he that play'd before him, had 1 with an 

higher trump than his, 

VII. He that renounces loſes t two ae or the 

party, as ſhall be agreed at the beginning. 
VIII. He that is detected in changing bis Cards, 
with his aſſociate, or with the Tricks that a1 are made, 
loſes the party. 
IX. Whoever.quits the party before it is finiſhed, 
loſes it. 

There is a great deal of artin playing this Game, 
and it requires more attention to play it well, than 
at firſt ſight may ſcem neceſſary. „ % 

The common party is of five Games or Points; 
and you play as many parties as you pleaſe. 


| Another Manner of playing the Gams of 
28 VU MM EF -w 


This niethod is better known in the Provinces 
than the former ; it obſerves in general all the rules 
before-mentioned: the Pack is the ſame ; they ſee in 
the ſame manner who is to deal; they deal five 
Cards likewiſe to each Player; and the only differ- 
ence is, that four, five or more perſons may play to- 
gether, without having any connection with each o- 
ther; on the contrary, each endeavours to make 


the moſt he can for himſelf; and when two of the 
| Players 
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Players make each of them two Tricks, be that 
made the firſt two, marks the Game, the ſame-as.if 


he had three, 
Lou are to obſerve, that when a Player FenOURCes, 


or commits. any other fault, by which he loſes a 
Point, the others do not augment their Points for 
that, but when he that committed the fault wins; he 
does not ſcore it, till he has given full ſatis faction to 
the other Players. This Game is very diverting, 
* of great commerce. 


4 third :Methed of playing the Game of 
„„ 3 W488 © 


This method is the ſame as the laſt with regard 
to the Players, each playing for himſelf; but it dif- 
fers in this, that the Ace is the higheſt Card in the 
Game, and conſequently takes the King ; ; the other 


Cards follow their natural order. 
There is alſo an advantage here for the Dealer; 


for example, if after dealing five Cards to each, he 
turns up an Ace, he pi/lages ; that is, he takes the 
Ace that makes the Trump, and diſcards one 
from his Hand, as he. thinks proper; and if there 
ſhould be more Cards of the ſame Suit that follow 
it immediately on the top of the Stock, he may take 
them likewiſe, and place ſo many others of his Game 
in their room. 

It is the ſame, if one of the other Players has the 
Ace of Trumps in his Hand, he pillages alſo; that 
is, he takes off the Trump turn'd up and the Cards 
that follow it, if they are of the ſame Suit, and places 
as many others on the Stock in their room, that he my 
not have ioo many Cards in his Hand. This method of 


playing] the Game of Trumps, is call'd, p/cying æuitb 
K 5 | te 
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the Ace that pillages : "the reſt of the Game is play'd 
as in the firſt manner: mn 
many or as few Points as you pleaſe. 

The Game may be play'd in this manner, "and 
without the Ace that pillages ; it may be diverſifi- 
ed, by playiog it ſometimes one way, and ſometimes 
another; till having recourſe for the general rules, 
to. the laws that are laid down in the firſt method 


of playing it. We ſhall now paſs on to the Game 
of the BzasT;z which on account of the affinity it 


has to this, is very proper to follow it, 


— 


THE 
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T HIS Game requires both attention and prac, 
tice, ta play it well. 

It is ſaid to be ſo call'd, becauſe the Player, often 
thinking to win, by ſtanding the Game, loſes ; but 
1 know not why i in contradi Aion, it is alſo call'd, 
the Man; unleſs it be to ſhow, that man, who is a 
rational being, and flatters himſelf with his ſuperior 
knowledge, reſembles a beaſt, when he has loſt thoſe | 
hopes-which he thought well grounded ; as when 
playing 4 Game of which he thinks himſelf ſecure, 
he is nevertheleſs diſappointed : but it is not our 
buſineſs here ro philoſophize. We ſhall proceed 
thereſore to the deſcription of the Game. 

This Game is play*d by three, four, five, fix, and 
even ſeven Players; and in that cafe, the Pack muſt 
conſiſt of thirty-ſix Cards, and he that deals is fo 
turn up the laſt Card but one, which is one of his 
own, n! the Jaſt Card for the Cp , which 


45 Cvntrvsr Ae bei an inquiſitive, or prying Female. 
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3s the laſt Card of the Game : but the beſt manner of 
playing it is with five Players; W the par. 
ty of three is very agreeable. 

When there are ſeven Players, the Pack conſiſt 
as we have ſaid, of of thirty- ſix Cards, which include 
all from the King to the Six; the ſame Pack ſerve, 
for the party of ſix Players: but when they are five, 
the Pack is only thirty-two, as at Piquet, and when 
four or three, it is of twenty-eight only, for the Se- 
vens are thrown out. | 

The King wins the Queen; the Queen the 

Knave; the Knave the Ace; the Ace the Ten; and 
ſo of the reſt, 

After you have drawn for the places, he that has 
the King deals; or elſe they cut for Deal: when 
each Pla er bas taken a certain number of Fiſh and 
Counters, 'which compoſe the Stake ; and have ſet- 
tled the value of them ; they then determine the 
number of Tours they intend to play : he that is to 
deal, then ſhuffles the Cards, and has them cut by 
thePlayer on hisleft; he then deals to each, five Cards, 
either by twice two and one, or. by two and three, 
or three and two; or laſtly, by two, one and two; 

| that depending * on his inclination ; how- 
ever, he is obliged to deal during the whole party, 
in the ſame manner in which he began, 

There is an advantage N Game, i in beiog eld- 
eſt Hand. 

Atſter the Dealer has given "fre Garde, to each 

Player, and taken as many to himſelf, he turns the 
upper Card of the Stock, and leaves it turn d, 

on the middle of the table, and that Card is the 


Trump. 
To play the Game regularly, there ſhould be a 


plate, no matter whether ſilver, pewter, or earthen, 
Which 
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of which ſhould be turned, and plac'd on the table: 
ar. and each Player, at the beginning, is to put down a 
Fim before him, part of which is to be under the 
plate, and part without; and they likewiſe put 
down two Couuters, one for the Game, and the o- 
ther ſor him that has the King of trumps, tho' he 
does not play the Game: provided the Deal is 
play d; and he that deals puts down-a third Counter, 
and by tha: the Dealer is knoun: when any one 
wins he draws the Counters, and one Fiſh. only; and 
ſo the others till all the Fiſh are drawn, after which 
each Player puts down another, and this is call'd a 
Tour; when the Fiſh that were all put down toge- 
has ther are drawn differently by thoſe. who win he 
1en that ſtands the Game and wins all the Tricks, wing 
nd not only the, Game, but all that js. on the Game, 
et- even the Fiſh and the Beaſts that have been made, 
the tho they don't go that Deal; and he receives alſo a 


| 
| 
| 
| 


to Counter from each — al tho' he riſks nothing 
by by undertaking it; but the mortification a, the dif. 
ls, appointment, when he does not ſucceed. , 
ee, When he that ſtands the Game does not win, he is 
0; beaſted as many Counters as he would have won; 
W: for example, if it is a ſingle Coup or Deal, and there 
tr, are five Players, he that is beaſted, pays eleven Coun- 
x ters; becauſe the Fiſh and the Counters that each put 
d. down, make ten, and the third Counter which th 
Dealer puts down, makes eleven. 1 
ch We don't ſpeak of thoſe which * puts down 2 


he the plate; he that has the King of Trumps drays 
d, them, unleſs he ſtands the Game and loſes it; for 


he in that caſe, what is for the King remains, not ng 

drawn by any one. 
2 4 When one of the Players draws the King, — 
n, puts down a Counter for the King the next Coup. 


ch A 
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A ſingle Beaſt is to go on that Deal where it is 
made; or if there be twoor more made the fame Coup, 
which frequently happens, they are to go together ; 
and the double Beafts, or thofe that are made on o- 
ther Beafts, go the next Deal, beginning always with 
the bigheft > when there is a Beaſt that goes on the 
Game, the Players don't put down any Counters for 
the Game, except be that deals, who always places a 
Counter befare him; he that wins the Game when 
there is a double Beaſt on it, wins beſides the Beaſts 


that goes, a Fiſh, which he draws, and the Counters 


that he finds, whether for the Deal or otherwiſe ; 
and when he is beaſted on that Coup, the Game is 
augmented by a Fiſh, and the other Counters that 
he would have won. 

To win, the Player muſt make three Tricks, or 
at leaſt the two firft, that is, he muſt be the firſt that 
makes two Tricks, or ele he is beaſted; when we 
ſay the two firft, it is to be underſtood, that none of 
the other Players has made three, for in that caſe, 
tho? he has made the two firſt, he is beafted.. 

It ſometimes happens that one of the Players ſtands 
his Game, having (or thinking) that he has a good 
Hand; but that does dot prevent another Player, 
who is to ſpeak after him, from playing if he has a 
Hand ſufficiently ſtrong to play againſt all; for to 
be admitted to play in that caſe, he muſt play the 
Contre: and it is the intereft of the other Players to 
make the Contre lofe : becauſe if he loſes, he pays 

a double Beaſt, whereas if the firſt had loft, he would 
only have pay'd a common one: remark therefore, 
that you muſt have a very good Hand to play the 
Contre, and that you are not admitted to do it, af- 
ter you have play'd a Card, without declaring for it. 


s. 


— aw — _—— __ 
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It is the bufineſs of the other Playets to make him 
loſe that ſtands the Game, either by over-trumping 
him, or by throwing away thoſe Suts in which he 
has good Cards, as Kings, Queens, xc. when you 
have not a Hand ſtrong enough to make him loſe: - 
but you are not to throw away your Cards, but when 
there is no danger of a Vole ; for in that caſe, you 
are to keep every thing that poſſibly can prevent it. 

When a Suit is led, you are obliged to play in it 
if you can, if not you muſt trump it ; and if it has 
been already trump'd, you are to tramp with an 
higher if you can, otherwiſe it is bad play ; but if 
it is already trump'd with an higher one than you 
have, you are to throw away what Card you find 
moſt convenient for your Game. | 

Although we have already ſufficiently explained this 
Game, in whatever manner you choſe to play; not- 
withſtanding, to leave nothing undetermined, we 
ſhall obſerve, that when the eldeſt Hand has ſeen the 
Game, if he has a Hand to play, he ſays, I lay, or 
without ſaying auy. thing, he plays ſuch Card as he 
thinks proper, and the reſt of the Game 1s play'd in 
the manner we have ſo often deſcribed, that is, he 
that wins the Trick leads another' Card, and ſo on 
till the Deal is finiſhed, or that you ſee by the Tricks 
that each has, whether he that ſtands the Game, has 
won, or is beaſted. 

Or if the eldeſt Hand, not having a good Hand, 
does not choſe to play, he fays, I paſs : the ſecond 
having examined his Game, ſays as he finds it, ei- 
ther, I play, or I paſs; and fo of the reſt: and if 
either of them ſtands his Game, the eldeſt begins the 
play, by leading fuch Card as he thinks proper. 

Obſerve, that if you have once faid, I paſs, you 


cannot be admitted to play ; or when you have 1 
I play, to paſs, 


f 
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If all the Players ſhould paſs, any one of them is 
at liberty to play the Curieuſe; that is, to ſtake a 
Counter on. the Game ; the Card that was left at 
the bottom is then turn'd up, and becomes the 
Trump; the firſt Trump being ſet afide; and the 
other Players are obliged to play in that Suit: and 
as this method of play is equal fer all the Players, 
it ought to be admitted; and the more, as it adds 
to the variety of the Game: however, the Players 
ſnould content themſelves with turning one Card: 
the reſt of the Coup4 is play'd in the ſame manner as 
before. 

We have ſaid at the beginning that he who has 
the King of Trumps, draws the Counters that are on 
the plate, and tho' it is called ſimply the King, we 
muſt here add, that he who turns up a King, draws 
the Counters off the plate, the ſame as if he had it 
in his Hand, provided however, in both caſes, that 
the Coup is play'd, for otherwiſe the Gam remains 


in its former ſtate, 
The Vole, as we have ſaid, draws not eas "> "WER 


on the plate, but the Beaſts alſo, tho they don't go 


with the Coup; anda Counter from each Player: 
fo he that makes the Dewole, that is, who icands the 
Game aud does not make a Trick, doubles what is 
on the Game; makes as many: Beaſts as he would 
have won; and pays a Counter to each Player. 
We have only to add, that to ſtand the Game, 
you, onght-to have a Hand, by which you have right 


to expect to make three Tricks, or at leaſt be well 


aſfured of two, which you ought in that caſe to make 
. as ſoon as poſlible, i in order to have them the firſt. 

A little time and experience, will teach what 
Games you ought to play, the K in, however, 
may always be play d. 


TO : Queen 


Ol 
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Queen, Knave, and Nine of Trumps, anda King. 

Knave, Ace, and Ten of Trumps, with | a Queen 
and Knave in the ſame Suit. 

King and Ace, with a King and a Konounce: 

King and Queen of Trumps, either with, or with- 
out a Renounce, 

Queen, Ten and Nine; with a King. 

King, Ace and Nine; and the like Games; which 
may be loſt, but which are commonly won : when 
there are only three or four Players, you may ſtand 
with a leſs Hand, 

He that renounces is beaſted : he that deals wrong 

pays a Counter to each, and deals again: when the 


Pack is falſe, the deal where it is perceived i is void ; 
the foregoing ones ſtand good. 


So much may fuffice for the Game of the Beaſt ; 
all the rules of which are contained in the deſeripti- 
on of it here given. And when it is play'd in con- 
formity to them, it cannot fail of being agreeable. 


f „i \ 
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HIS Game reſembles much that of Trumps, 

in the manner of play ; and by the method of 

diſcarding, that of Ombre; with this difference, that 

at Ombre, thoſe who dont ſtand the Game diſcard, 

whereas at the Mouche, every one that diſcard 
ſtands the Game. 

We know very little about the origin of thi 
Game, or the reaſon why it is ſo called, but as thee 
matters are not eſſential to the knowledge of the 
Game, we ſhall paſs them over, and proceed to the 
manner of playing it, for which purpoſe we fhall lay 
down ſuch rules as will make it agreeable to the 
Player. 

This Game is play'd by different numbers, from 
© three to fix Players: in the firſt caſe they make uſe 


of 
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fa Piquet pack of Cards, many Players even throw 
ut the Sevens; in the ſecond caſe all the ſmall 
ards are neceſſary, in order to furniſh thoſe who 
liſcard : in ſhort, according as the number of Play- 
rs are, ſo ſhould the Pack be, that there may be al- 
ays a ſufficient number in the Stock, (beſides the 
10 turn'd up) to give at leaſt three Cards to each 
layer, in caſe they ſhould all diſcard. 

They cut for the Deal, it being always an advan- 
pe to be eldeſt, as by that meaus you have the firſt 
ead ; therefore after you have ſeen who deals, 
nd each Player has taken a certain number of Fiſh, 
r Counters, which they eſtimate either higher or 

—) Wower, according to what they find convenient to 
in or loſe : he that is to deal, gives to each Play- 

r and to himſelf five Cards, either by two and three, 

r by three and two, or all five together; tho the 

former methods are more eligible: he then turns up 

he top Card of the Stock, which is the Trump, and 
phich he leaves turn'd up on the board. 

The eldeſt Hand having examined his Cards, is at 

liberty, either to keep them, or to take in once, any 
wumber that he choſes, up to five, and ſo after 
bim the ſecond, and the reſt, 

Obſerve, that he who takes in muſt ſtand the Game, 
u was before ſaid: but he may ſtand it without 
king in; when he has a Hand ſufficiently ſtrong: 
ſo when he has a bad Hand, and will not play, he 
u not to take in; which fometimes happens, when 
a Player ſees thoſe that are before him ſtand their 
de Came, without taking in, fearing leaſt he ſhould 
ire a bad Hand after he has taken in, and being 
de ore d to play, make the Mouche. 

He that plays and wins no Trick, makes the 
Mouche, which conſiſts of as many Counters as there 

are 


— 
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are players; which the Dealer places by themſelves ;Mecar 
and ſo every one in his turn, 

When there are ſeveral Mouches made the ſam 
Deal, as frequently happens, eſpecially when ther 
are five or fix Players, they all go together, un- 
leſs it is agreed to the contrary; but as it folloy 
that he who deals, always places the Mouche tha 
make the Game, conſequently he that makes it, 
pays as many marks as go on the Game. 

He that has no Game to play, and has not take 

any Cards from the Stock ; nor plays Sans Prendre, 
that is, without taking in ; puts his Cards with the 
Diſcards; or under the Stock, if there is no Dil 


card. 
He that plays Sans Prendre, only ſays, I ſtand, 


and by that he is obliged to play. 

The Cards are play d as at the Beaſt, and each Trick 
that is won, draws a Counter: and when the 
Mouche is double, it draws two; and when triple, 
three; and ſo of the reſt, 

If the five Cards that are dealt to wy of the Play- 
ers are all of the ſame Suit, that 1s, all Spades or 
Clubs, &c. altho' they are rot T'rumps, he that has 
them wins the Mouche without playing, and this is 
call'd the Mouche. 

If ſeveral Players ſhould — the Mouche, that is, 
five Cards in the ſame Suit, at the ſame time; be 
that has it in Trumps wins in preference to the 
others; or elſe, he that has the greateſt Point wins 
it : obſerve that the Ace which immediately follows 
the Knave, counts ten; the Figures likewiſe, ten 
each, and the other Cards according to the number 
of their Points; and if they are all equal in other te- 
ſpects, the eldeſt Hand wins it. 


He 
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He chat has the Mouche, is not obliged to own it, 
wo he ſhould be aſked by auy of the Players, if he 
can ſave it: but if he anſwers when ak'd, he err 

ſay as it is. 

After he that has the Mouche, ſays, I ſtand, that 
is, that he does not diſcard, the other Players go on 
in the common courſe, without further reflection. 
When they are about to play, he that has the firſt 
Mouche, hows down his Cards, and takes up all 
hat is on the Game; and wins alſo all the Mouches 
that are due; and they that have laid down their 
Cards, that is, they who ſtand their Game, each of 
hem makes a Mouche, of what is on the Game, 
without having any occaſion to play : for which rea- 
on, it is frequently the judgment of the Game, to 

k thoſe who ſtand their Game, if the Mouche is 
and, Wved, which you may often diſcover by obſerv- 
1g their countenances, as the joy of having the 
Mouche, is too great for them to conceal, 

He that has the Mouche is not obliged to declare 
t as we have ſaid, and it is even the intereſt of him 
hat ſtands the Game, to let the others believe that 
Tay-We has it; ſor which reaſon, whether he has or has 
s or ot, he ſhould not anſwer, for as we have ſaid be- 
has ore, when he does anſwer, he muſt ſpeak the truth; 
us Ed it is the advantage of him that ſtands the Game, 

have as few competitors as poſſible, as by that 

at u, eans he is the leſs expoſed to make the Mouche : 
owever, if a Player is well aſſured of his Game, 
the having a very good Hand, he may declare the 
Wins louche ſaved, in order to induce the others to play, 
lows ſh hopes of making ſeveral Mouche, if ſome of them 
bat play make no Trick. 

He that renounces makes a Movche of as many 

ounters as there are on the Game: and he that 
paſſes 
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paſſes a Card which he could have won, . ˖ 
ling > higher in the ſame Suit, or by trumping 
makes the Mouche alſo. 
If any one is detected in tricking at the Game 
or in taking in Cards that he had laid out, in ord 
to mend his Hand; he makes the Mouche ; and 
not to be ſuffered to play any more, 

He that deals wrong, deals again, there being 
penalty for that : and when the Pack is falſe ; th 
Deal, where it is di „ is void; the forme 
ones ſtand good. 

There is no freſh Deal on account of a face ) 
Card, becauſe of the Diſcard. 

Such is che manner of playing the Mouche; wit 
which the Player cannot but be entertained, if! 5 
Alays agrecable to theſe directions. 


* 


A M E 


OF THE 
MAN DAUVERGNE. 


HERE is a great fimilitude betwixt this 
Game and that of Trumps. Different num- 
bers of perfons may play at the Man D*Auvercns, 
from two to fix : The number of cards uſed is thir- 
ty-two ; but when there are but two or three play- 
ers, only twenty-eight are uſed, the four Sevens 
being thrown out : The cards follow their common 
rank, viz. King, Queen, Knave, Ace, Ten, Nine, 

Eight, Seven ; when the Sevens are made uſe of. 
After you have cut for deal, the dealer ſnhuffles 
the cards, and when cut by him on his left, he 
deals to each player and to himſelf, five cards, by 
two and three; after which he turns up the next 
card, and that card is trumps ; each player then 
examines his game, as at the Beaſt ; and if none 
of them has a good hand, they fay, Paſs ; and in 
that caſe they can return; that is, turn up the 
card that is at the bottom, which becomes the trump, 
m room of the firſt card turn'd ; and they may re- 
turn a ſecond time, ſo that there may be three cards 
turn'd up in all, rf the firſt two arc not agreeable 
a to 
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to any of their games: He thkt ſtands his game is 
to make three tricks to win, or at l-aſt the two fiſt 
that are made, if the tricks ſhould be divided. 
The following laws will fully explain every thing 
that is neceſſary to he known concerning this game, 
The party commonly conſiſts of ſeven games; but 
that depends on the players, who may make 1 it as 
long or as ſhort as they pleaſe. 


Laws of the Game of the MAN D' AUVERGNE, 


I. When the pack is falſe there muſt be a new 

deal; but the preceding ones ſtand good, and even 
chat, where it is perceived, if it is entirely finiſhed, 

II. He that deals wrong, loſes a game; and deals 
again. 

IIT. When there comes one or more faced cards 
in the deal, there muſt be a new one, 

IV. If the King is the turn-up card, whether it 
be the upper or the under card of the ſtock, the 
dealer wins a game for each King that. he turns up, 

V. He that has the King of Trumps in his hand, 
wins one game by that King; and as many more az 
he has other Kings with the King of trumps, 

VI. He that plays before his turn, forfeits one 

game to the board. | 

VII. He that renounces, loſes the party; that 
is, he has no further pretenſions to it. 

VIII. He that ſtands the game, and loſes it, is 
taken down one game; for the proſit of him that 
wins. 

IX. He that has in his hand the King of the 
ſuit turned up at the bottom of the ſtock, has the 
ſame right as he that has it of the firſt turn'd card, 
thet Is to fay, he makes one game for kis King, 

and 
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and one for every other King that he has; 


Jed however, that he has not already had the King 


t 1 For which he ae mark 4. 
it ſhould happen that a player after the 


g = in the courſe of play, ſhould loſe the firſt 

e. King of trumps, either by its being trump'd, or 

it WY otherwiſe, he that wins the trick, gains one mark 

from him that loſes the King; and ſo for the other 
Kings, for which the marks are won. 

This game is veryleaſy, for with a little atten- 
tion to the rules here given, it may be ſoon play'd 
with facility; not requiring ſo cloſe an application 
as many other games of which we have treated, 
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A Lthough this game is ſomewhat ancient, it i b. 
nevertheleſs fill play'd in many provinces :i i: 

It 1s certainly a game of ſociety, for the more pla- at 
ers, the more agreeable the game: Ten or twelve F. 
perſons may play at the ſame time; a completeſ ſe 
pack of cards is here made uſe of, except the eight, ac 
which are thrown out, becauſe the Seize, that i F. 
the number ſixteen, would otherwiſe too frequently 


occur, and by that means the Farmer would be too ar 
often diſpoſſeſſed ; and for the ſame reaſon there m 
is only one fix made uſe of, which is the fix off th 
hearts, for with the tens the Seize would be again} V 
too frequently made: The fix of hearts is called by as 
way of pre-eminence The Brilliant. th 

You are to remember, that he who makes th 
Seize by means of the fix of hearts, wins in preſe te 
rence to all the others, their other cards being e be 
qual; for he who wins with two cards, takes place cc 
of him who wins with three; for example, a nin or 
and ſeven take place of a ſeven, ſix and three; bu] th 


when the number of cards is equal, the elder hand 
; WL 
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wins it; unleſs when the fix of hearts is concerned, 
as we ſaid before. 

The Farmer, is one of the players, who takes 
the Farm at the higheſt price, whether at ten, fif- 
teen, or twenty pence, more or leſs ; and he that 
diſpoſſeſſes the Farmer, takes it: the price of the 
farm being ſet apart. 

The Farmer is always the Auer who after the 
cards are cut by his left hand man, gives one card 
to each player from the top of the pack : He after- 
wards gives from the bottom of the ſtock, to thoſe 
who require it ; and beginning at the right, he gives 
to each player as many cards, one after the other, 
as he demands ; when a player has a certain num- 
ber of points, and is fearful of paſſing the Seize, he 
is at liberty to ſtand his game, and not to take 
any cards; and in that caſe he pays nothing to the 
Farmer: but he that by taking a ſecond card, paſ- 
ſes the Seize, which is the number that is to be ex- 
actly made, to diſpoſſeſs the Farmer, he pays to the 
Farmer as many counters as he has points more 
than fixteen ; for example, if he has a nine in hand, 
and draws a ten, he pays three counters to the Far- 
mer, becauſe he has nineteen, which is three more 
than the Seize; and ſo of the reſt in proportion: 
With regard to the value of the cards, they reckon 


as they are marked, the Ace for one point, and ſo 


the reſt, the figures each counting ten points. 
When you have a point that comes near to ſix- 
teen, you ſhould ſtand for two reaſons ; the firſt, 
becauſe you riſk nothing to the Farmer; and the ſe- 
cond, becauſe you may gain the counters which each 
one has depoſited for the game ; which he who hag 
the neareſt number leſs than fixteen wins, if no 
one ne diſpoſſeſſes the Farmer; for he that does, wins 
L 2 not 
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not only the, price of the Farm, buy the counters 
alſo, that each player has ſtaked for the game. 

He chat diſpoſſeſſes the Farmer, becomes Farmer 
himſelf, unleſs it is agreed that he ſhould always be 
Farmer ; or that every one ſhould take the Farm in 
their turn; in either caſe, he that is the Farmer, 
takes the cards and deals i in the une manner as at 
firft. 

Obſerve, that every Farmer is Wen wk 
of ſecurity, the price agreed on for the Farm, which 
he that diſpoſſeſſes him wins. 

The Farmer is reimburſed by means of hs coun- 
ters which every player pays him, who has more 
than fixteen points. 

Obferve, that though every player 155 1 right to 
demand as many cards as he pleaſes, from the bink- 
er, yet he is only to do it in his turn, and one card 
after another, 

When there are two equal points for drawing the 
game, the eldeſt hand wins it. We ſhall now ſhew 
another way of playing this game, which is not fo 
much in uſe, but is, notwithſtanding, —_— as 


diverting. 


n of playing the Game of the F A R M. 


You play with the ſame cards, but cut for deal ; 
and by this method of playing it, he that holds the 
cards, gives to himſelf, as well as to the others, 
one or more cards, in his turn, as he finds it con- 
venient for making the Seize : The Farm is made 
by the counters which they who over-run the Seize 
pay; whereas it is the Farmer that furniſhes it when 
there 13 one ; ſo he that wins the Farm, takes all 
the counters that are collected together, and the 

_ counter 
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counter that each player puts down for the game; 
which he who comes neareſt to the Seize wins, when 
nobody wins the Farm. 

Obſerve always, that when the point ĩs equah the 
elder hand has it. Every one deals in his turn; 
and there is much more equality in this method of 
playing it, than in the other; and not leſ, pleaſure. 

There are no other rules neceſſary for the playing 
this game; which does not require any great atten- 
tion, or that filence, which is ſo neceſſary at moſt 
other games, | 


1. 3 THE 


6% © © 


H1S game has two names, viz. Hoc-Mazz- h 
rin, and Hoc-de-Lyon ; which are played F 
differently; but as the ficſt is the moſt in uſe, ch 
we ſhall content ourſelves with deſcribing that 


only. | 
The Hoc-Mazarin, is played by either two or th 
three perſons ; in the firſt caſe they deal fifteen 2 


cards to each, and in the other twelve. The 
pack conſiſts of all the fifty-two cards. 

This game is a ſort of Ambigu, as it is com- 
poſed of piquet, and other games; and takes it 
name from ſix cards, which make the Hoc. 

The privileges of theſe ſix cards are, that they 
are aſſured to him that plays them; and that he 
may play them for what other cards he pleaſe, 4 

The Hoc's are, the four Kings, the Quren oi, G3, 

ſpades, and the Knave of diamond: ; either of fies 


which are worth a counter to him that plays them. 
| - After 
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After you have agreed how long you intend to 
play ; ſtaked three counters for the game, which 
counters you eſtimate as you pleaſe; and one' of 
which goes for the Point, the ſecond for the Se- 
quence, and the third for the Tricon, or as the 
preciſe lady's call it, Fredon “ or Triolet : You 
eut for deal, and he whois to deal, having ſhuffled the 
cards, and had them cut by his left hand man, 
deals the number already mentioned. 


The eldeſt hand begins by calling his Point; 
or ſays Paſs, if he ſees that he has a ſmall game; 
or by a Revy, if he has a good one : If he paſſes, 
and the others Revy, by ſaying two, three or four, 
on the point, he may recal himſelf. You may revy 
on him that has revy'd, up to twenty counter, or 
under; and ſo thoſe that follow, going on to 
twenty; at leaſt you can if you chooſe it, and he 
that wins the point, takes it up, with all the Re- 
vye, but the other two players do not pay him any 
thing. | 

This done, you call your Sequence,, or elſe paſs, 
that you may return, if you chooſe it; in caſe 
the others ſhould revy on their Sequence ; for 
then the firſt that had paſſe, may do it alſo. 

When there is no Revy, and it is a fingle game, 
he that wins the Sequence, receives a counter . 
from each player, for each ſingle Sequence that he 
has in his hand : He that has the beſt, telling alſo 
the leaſt that he has. From the Sequence, you 

L 4 | paſs 


* Tricon or Fredon, both fignify what in Engliſh is called a 
Gleek, as has been before explained. Triolet, commonly figni- 
kies a copy of verſes, conſiſting of three ſtanza s. 
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paſs on on to the Tricon, where you may revy in the 


fame manner as at the Point, 


The point is, as has been already ſaid, ſeveral-cards 
in, the ſame ſuit ; he that has the moſt wins it; and 
when the number of cards are equal, he that has the 
higheſt point wins it. The Ace tells for one point; 
the Figures ten each; and the other cards as they are- 
mark c. : 

The Sequence is three cards in the fame ſuit, that im- 


 mediately follow each other: the ſequence of four, cards 


is better than that of three ; that of five, than that of 
four, and ſa of the reſt ; and when the number of cards 
is equal, he that has the higheſt ſequence wins it: The 
higheſt ſingle ſequence is Queen, Knave and Ten, and 
the loweſt, Ace, Two and Three. 

The Tricon, is three aces, three two's, and ſo of the 


other cards, up to the- Queens. 


If by chance they paſs the Point, Sequence and Tri- 
con, and conſequently draw nothing; the ſtake is 
double for the next deal ; and he that wins, wins dou- 
ble, although he has but a ſingle game, and draws be- 


ſides that, a counter from each player, 
When there is a ſequence or tierce to the king, altho' 


the ſtake is only fingle, he that wins it, receives two 
counters ; and the fame is paid to him who wins with 
a ſingle ſequence, when he las in hand a ſequence of 
four cards, that is, a quart to ſome card whieir he 
may have, up to the knave ;- oye peta os —— 
each player pays four. 

Three counters are paid; for che quart to the king, 
though it is a 1 game 3 and ſix when it is a double 


One. 


He bh with a 8 to. a quint, that is, five 


R is paid three 


Counters 


2 
2 
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—_ when it is a ſingle game, and fix'when it is 
dou 

He that wants to a king, although the ſtake 
ſhould be fingle, receives from each player four coun- 
ters, and eight if it is double ; and no more is paid for 
the Sixiemes,  &o. 

When the game is ſingle, he that wins the trick, 
draws — ran f whes; it 15 
double ſour. 

Four eee 
is ſingle, and! the fame for four queens, four knaves, 
de. and the double when the game is double : Four 
kings at a ſinglo game ᷣ worth eight counters, and at a 
double one fixteon :; provided always that he who has 
them wins ; and who by means of a high ſequence may 
paſs thoſe that are inferior; as has been ſaid ; and who 
by means of a high Tricon, is paid for lower ones, 
which he may have on a common game. 

Vou are allowed to revy on the Tricon, as well as 
on the Point and Sequence. 

After having deſcribed the rewards and advantages 
that are to be derived from the point, ſequence, and 
tricon, when you win them; and ſhewn the advantages 
and privileges of thoſe: cards that are called Hoc; it re- 
mains to explain. the manner of playing: the cards ; 
which is as follows: 

Soppoſe the eldeſt hand has in his game, a two, a 
three and a four, or other like cards that are in ſequenee, 
though they ate not of the ſame ſuit, and that the two 
other players have no card to play above that where he 
ſtops ; the laſt card he plays is the Hoc, for which he 
receives a counter from each player, and begins again 
by one of his-loweſt cards, as: there is a better chance 
of lis coming in afterwards by a high one: And if, for 
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example, he plays the ace, he ſays Ace, and if he has 
not the two, he ſays ſans two, that is, without two; 
and he that plays next, and has the two, plays it, and 
ſays two, three, four, and fo on, till he wants the next 
card, when he fays,. for example, ſeven fans eight; 
and ſo of the reſt ; and when the other players have 
not the card that is next to that which he plays, the laſt 
card is the Hoc; and he receives a counter for it, from 
each player; and it is the ſame of all the other cards, 
as thoſe we have here mentioned: And when the next 
player to him who fays, for example, four ſans five; 
has not the five; but has one of thoſe cards that are 
ealled Hoc, he may play it in the room of the five, as 
was before ſaid, the Hoc's going for whatever you 
pleaſe to make them; and he then leads ſuch card as 
he thinks convenient for his game. and receives a coun- 
ter from each player for the Hoc he play'd. 

The player is to uſe his beſt endeavaurs to get rid of 
his cards at this game, ſeeing that you pay-two counters 
for every card that remains in your hand from ten to 
twelve, and one for every card under ten; and if there 
is only one card, the player pays ſix counters for that 
one card, and four for two cards, 

He that has Carte Blanche, that is, who * no f. 
gures in his hand, receives for that, ten counters from 
each player; but if there are two players that have 
Carte Blanche, the third pays nothing to either of 
chem 

He who by miſtake, ſays in play, four ſans five, when 
he has a five or any other number in like manner, pays 
far ſo doing, five counters to each player, if. it is dif 
covered. 

He that calls leſs points than he has, am con 
them; and if he loſes his point by that means, there i 
no remedy. > 
| When 
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When the game is play'd in this manner, it is very 
liverting. It is needleſs to give ſeparate laws for the 
playing it, as every thing that is peculiar to it, is con- 
nined in the foregoing dire tions, and the general 
rules of play, are the ſame as at all other games, 


al T H E 


O F 
L'EMPRUNT 


HIS game has a. great. reſemblance to that of 

Hoc, but as there is; ſome difference in the 
manner of playing it, we-ſhall only ſhew, wherein 
at difference confiſts : It is called l' Emprunt, or 
borrow'd, becauſe in fact, the players are continu- 
ally borrowing of each other. 

After you have agreed what you play for, as at Hoc, 
and ſeen who is to deal, the cards are cut by the player 
on the left of the dealer, and he then deals every one 
a certain number of cards; which when there are ſix 
players, is eight to each ; but when there are only five 
or four, ten cards each; but the two loweſt cards of 
each ſuit, which are the ace and two, are firſt laid out; 
if there are three players, they muſt have each twelve 
cards, and then the threes are likewiſe laid out; fo 
that of the forty cards, of which the pack conſiſts, 
there remain only four. 

When the eldeſt hand has played ſuch card as he 
thinks. proper, the ſecond is obliged to play the next 
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card to it in the ſame ſuit, and if he has it not, he is 
obliged: to- barrow- it. of him that has it, for which he 
pays Rim a counter; the third player is in like manner 
to play the next card, if he has it, or elſe he muſt alſo 
borrow it: And ſo all the reſt, going always from the 
right hand to the left, till there is no more of that ſait 
left. Fe 

He that is on the right of him who played the laſt 
eard, whether it was from his own hand, or by bor- 
rowing, begins a freſh lead, in what fuit he thinks fit; 
and the ſame manner of play is obſerved, till one of 
the players has no cards left, and he that has firſt played 
all his cards, wins, the party, and conſequently takes 
up whatever is on the game, and is alſo paid what has 
been agreed on for the cards that remain in the hands 
of the other-players. 

Bat if it ſhould happen by a card's being in the ſtogk, 
it cannot he borrowed of any of the players, it is taken 
from the ſtock, and ſo r board; as 
would Have bern paid to the player. al 

There is a great advantage in being firſt PORES bo- 
cauſe he begins with the ſuit whieh is moſt advantage. 
ous ſbr his game, and in which, as has been ſaid, the 
other players are obliged to play. 

This game is leſ difficult than that of Hoo, but 
not leſs agreeable ; both for the facility thav is in 
playing it, and for the commeroe that ariſes- in the 
courlt- of plæy, without being expoſe to any great 
loſs. 


THE 
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HIS game alſo much reſembles that of Hoc: 
The number of players are from three to fix ; 
the number of cards is thirty-ſix, when there are ſux. 
players; but. when there are only three or four 
players, - thirty-two only, the fixes being then thrown 
After cutting for deal, and the cards being cut by 
the player on the left of the dealer, he gives to each 
player five cards, by two-and three. | 
It is an advantage to the eldeſt hand. The players 
for their conveniency ſhould each take a ſtake, which 
is commonly twenty counters, and four fiſh, valued at 
five counters each, the value of the counter being ſet 
as high or as low as you pleaſe, 

There are fix Poques, that is, fix little boxes, about 
the ſize of a card, and which are made low before; 
theſe are placed in a line on the table, and each poque 
has its name wrote on it : 'The firſt is marked Ace ; the 
next King; the next Queen; the next Knave; the 

next Ten and Nine; and the laſt Poque. 
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The players put at the beginning a counter into each 
Poque ; and then the dealer having dealt the cards in 
the manner that has been ſaid, he turns up one on the 
flock ; and if it is one of thoſe that are mark'd on the 
Poques, that is ace, king, queen, knave or ten, he 
takes the counters that are in the box, mark'd-with the | 
name of the card turn'd' up. 

The players then examine their games, to ſee is 
they. have any poque, that. is, whether they have two, 
three or four aces, and ſo of the inferior cards; the 
ace being the higheſt card on the game. 

He who is to-ſpeak, ſhould: ſay, in order to take up 
the poque, I poque with one, two, or more coun- 
ters, if he chuſes it, and if they who follow him have 
it likewiſe, they may either hold him to the ſtake he 
ſets, or revy on it if they pleaſe, or elſe give it up, 
without riſking the revy, which they maſk Pay if they - 
loſe. | 

After the revys are made, each one declares his po- 
que, and ſhews it down, and he that has the higheſt 
wins, not only 'what is in the poque, but alſo all the 
revys that have been made. When one of the players 
fays, I poque fo much, and nobody anſwers to it, ei- 
ther not having any poque, or only a {mall one; he 
that ſpoke firſt, takes up the poque, without being 0- 
bliged to ſhow his game. 

The poque de Retour, that is, the turn'd up-poque, 
which is two ſevens-in hand, and one turn'd up, takes 
place of two aces in hand; and ſo the other cards: 
For a ſtill ſtronger reaſon, the poque of three cards, 
takes place of that of two; and that of four, of that of 
three, altho' the poqu- with the feweſt cards is much 
ſuperior by the value of the cards. 

When the poque is drawn, the players examine whe- 
ther they have the ace, king, queen, knave, or ten, in 

the 
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| the ſuit that is turn'd up; and he that has one or more 


or them, takes up the poque mark'd with the cards he 
has; and thoſe that are not drawn, remain for the next 
deal. Let us now ſee the manner of playing the 
cards. | 

You are to remember, that to play well at poque, 


you muſt always endeavour to get rid of your ſmall 


cards, becauſe it frequently happens, that not being 
able to come into play again, they remain in your 
hand, which is a diſadvantage, as he that has the moſt 
cards left, when one of the players has quite clear'd 
his land, is-obliged to pay to each player, as many 
counters; as he: has cards in his, hand. 

It is prudent likewiſe to get rid of your aces. as 
ſoon: as you: can; you ſhould play them before all the 
reſt, becauſe you: run no riſk; of loſing the lead by 
ſo doing, as there can be no cards played above 
them; and then play thoſe cards when you have the 
ſtrongeſt ſequence, as for example, ſeven; eight, nine, 

Suppoſe therefore that: you begin with playing the 
ſeven, you ſay ſeven, eight, if you have the eight in 
the ſame ſuit, or elſe you ſay ſeven ſaus eight, or with- 
out eight; and he that has the eight of that ſuit plays 
it, and continues to play on with the nine, if he has 
it, or elſe he ſays, ſans nine; and ſo of the others: 
And if none of the players has the card that is called, 


he that ſpoke firſt, plays ſuch card af his game as he 


thinks proper, naming it in the ſame manner; and this 


| method is obſerved; till one of them has cleared his 
hand of all his cards; and he that does it firſt, receives 


a counter for each card, that the other players have in 
their hands; and he that has the moſt cards, pays at 
the ſame time, as many counters to each player, as he 
has cards in his hand. 

When 
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When the game is played in this manner, it af- 
fords a good deal of entertainment ; it is alſo a game 
of commerce; and does not require any great ap- 
plication, ſeeing that each ones game is made with- 
out his atrention, by the cards that are play'd. It is 
advantageous at this game, when you are eldeſt hand, 
to have ſeveral cards in the ſame ſuit ; and always 
to have high cards, as they are much more eaſily 
diſpoſed of. | 
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HIS game js not play'd without ſome diffi- 
culty : It takes its name from Rome, which 
is one part of the game ; and Stecq, the name of 
another part of it. 
It is play'd with thirty-ſix cards, including all 
from the king to the ſix. 


This game may be play'd by two, four, or ſix 


perſons ; when there are four or fix, they cut for 
partners ; and if they are fix, the player who is in 
the middle, takes the cards, and gives them to the 
player in the middle of the other fide, to cut for 
deal; and he that cuts the higheſt card may either 
deal or order the other to deal : There are who ſay, 
that it is an advantage to deal when there are fix 
players ; if there are only four players he that cuts 
the higheſt card deals ; foritis then a conſiderable 
advantage to be eldeſt hand, as is then the caſe, for 
he that is on the right of him that deals is his com- 


panion, to. whom he communicates his game. 


He 
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. He that does not deal, commonly marks the 
game, for which purpoſe he takes a number of 
counters, with which he marks the number of 
points, that are agreed on; or for want of caun- 
ters, a pen or pencil i 1s ode uſe of, 

The party is commonly of thirty-ſix points, 
when there are fix players, and of twenty-one when 
there are two or four ; but that depends on the 
players, as well as the fixing the value of the 
party. 

He that is to deal, after having the cards cut by 
his left hand man, deals to each player five cards, 
by twice two and one, or by three and two, no 
matter which, provided he obſerves the ſome man- 


ner of dealing throughout the whole party. 


There is no trump at this game ; and the 


the ſtock- remains on the table, without being 


touched. 

It is to be remembered, that the ace is the 
higheſt card at the game, being above the king; 
the reſt follow the common order; but a ſupe- 
rior card can only win an inferiar, when it is of 
the ſame ſuit, for elſe the inferior that was firſt 
play'd, wins the ſuperior of another ſuit. . 

But before we proceed any further, it will be 
proper, in order to give a clear idea of the game, 
to explain the terms that are peculiar to it'; which 
are the following: The Virlicgue, the Double Nin- 
gre, the Triche, the Village, the Double Rome, the 
Rome, and the Stecg. 

The Virlicgue is, when a player has in his hand, 
four aces,” four kings, or any other four cards of 
the ſame rank; and obſerve always, the higher 
diſanuls the lower, and he that has it wins the 
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The Double Ningre is two aces with two kings, or 
two aces with two tens, or other four cards in like 
manner, that the player has in hand.; which are 
worth three points, when the oppoſi ite party does 
not Gyuge, that is, if he does not win it. 


by Triche is, three aces, three kings, or other 
three cards that are inferior, which the player has 
in hand; if the triche is of aces or kings, it is worth 
three points, if it is not. gruged, 

The two queens and two knaves of the ſame ſuits, 
are called the Village; and ſo likewiſe the two tens 
and two nines of the ſame ſuits ; that is, if you have 
the the queen of ſpades and the queen of diamonds, 
the knaves muſt be of the correſponding ſuits ; and 
fo the nines and tens, and other inferior cards : 


The village is worth two points to him that has it 
in hand. 


The Double Rome, is when you have two aces, or 
two kings in hand, which is worth two points; 


and when the aces or kings are not gruged, they 
are worth four. 


The Rome is, two knaves, two tens, two nines, 
or any other two of the ſame rank; and is worth 
one point to. him. that bas it. 

2 Stecg, is a mark that is ſet off, for him that 
wins the laſt trick. | 

| You are to obſerve, that whatever card you play, 
of which the terms of Nome- Stecg are compos'd, is 
to be named by its proper name; for example, you 
are always in playing one of the pieces, to ſay, 
Double-Ningre, Piece-Ningre, Double-Rome, 
Piece-Rome, Piece-Triche, and ſo of the others; 
or elſe he that ſets off without * it, loſes the 
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party, merely for want of Tpeaking. And fo in 
— down the two queens or two knaves that 


make the Wer un mu ſey, Piece-Village, 
be. 


LAWS of be Gane of ROMES E C- 


I. He who in dealing turns a card belonging to 
the adverſe party, is marked three counters to his 
party ; but if the card is for himſelf or his compa- 
nion, he is not marked at all. 

IL. If there are any faced cards in the pack, and 
perceived by the peers the dealer is marked three 


counters. 

III. If the dealer * not continue the deal the 
whole party, in the manner in which he began, he 
is marked three counters to his party; and the 
deal is play d. 

IV. He that deals fix cards inſtead of five, is 
marked three counters ; and one of thoſe cards is 
drawn at a venture, and put to the ſtock, and the 
deal is then continued as before. 

V. He that plays before his turn, takes up his 
card, and is marked three counters. 

VI. He that renounces to a ſuit that is led, and 
in which ke could have played, loſes the party, 


VII. He who counts Double Ningre, or other 
parts of the game which he has not; if it is per- 
ceived, loſes the party. 


VIII. He that plays with fix or more cards, loſes 
the party. 

IX. He that ſets off one counter more than he 
ought, loſes the party, 

X. He that by inadvertency or otherwiſe, reckons 
three marks which he has not, loſes the party. 
Theſe 
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Theſe are in general the laws of the game, 
which are very ſevere, in order to prevent that 
fraud, that might otherwiſe take place; but 
this ſeverity at the ſame time, makes it very 
troubleſome, at leaſt to thoſe who are not well 
verſed in the game. Practice will teach any 
ſmall matters that may be here omitted, what 
is here ſaid, being quite ſufficient to explain any 
further difficulties that may ariſe in play, 
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HIS Game tho? very little known in Paris, is 

nevertheleſs one of the moſt agreeable games 

on the cards ; but it requires great tranquility and 
attention. 

It is called Sizette, becauſe always played by ſix 
perſons, who play three againſt three, and are 
placed alter nately, that is, no two players of the 
ſame party, are to be together, 

The pack conſiſts of thirty-ſix cards, including 
all from the king, which is the higheſt card, to 
the fix, which is the loweſt. 

As it is an advantage to be eldeſt hand, they 
cut for deal, and he that cuts the higheſt, gives 
the cards to his left-hand man to deal ; who after 
well ſhuffling them, and having them cut by the 
player on his left, deals to each one, beginning 
with him on his right, fix cards; by twice three, 
and in no other manner, and turns up*the laſt card, 

which 
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which is the trump : after which they at have 
the eldeſt hand, examine their game, and one of 
the three ſhould be their Governor ; each player is 
at liberty to ſay what he pleaſes : He then * go- 
verns the game, aſks each player what he has got; 
and after he is informed of their games, he orders 
him who is to play firſt, to lead ſuch card as he 
thinks proper. 

When the eldeſt hand has led his card, the op- 
poſite party, who have not yet ſaid any thing, aſk 
each other, what game they have, or they tell to 
him that has the government of their game; and 
when they have ſettled that buſinefs, he that is to 
play, follows the ſuit led, if he has it, and ſo the 
others; or he trumps, if he finds it convenient, 
and has none of the ſuit led; but he that has none 
of the ſuit led, is not obliged to trump, tho? he 
can, whether the trick belongs to his friends or his 
enemies, They who win three tricks firſt, win 
the game; and if they make all the fix tricks, they 
win a double game. 

This game, as we have ſaid, requires a cloſe at- 
tention, particularly of thoſe who govern the game ; 
for one good player on each ſide, makes the party 
equal. 

The addrefs of the player at this game, conſiſts 
in knowing what his friends have, without too 
much expoſing their game; and of knowing what 
his adver'aries have, by the declarations they have 


made ; and this regards thoſe who govern the, 


ame : With regard to the other players, who only 
declare their game, 'they ſhould fay no more than 
is neceſlary, and according to what their governor 
demands, in order to conceal it from their adver- 
| ſaries, 


F 
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* aries, and not to make known the renoances they 
ay have, without being obliged to it by him 
dat governs, who ought to avoid expolloy mu. 
cards hal- apropos. 

f It is by experience, long practice, that thy 
player becomes expert at itz and then he finds 
pleaſure in it, provided it is played with that tran- 
quility it demands. But to prevent thoſe incidents 


1 . 


dat might ariſe, you muſt obſerve: che following 
I 

0 | 

d Laws ef the Game of 812 BTT B. 

I. When the Pack is falſe, the Deal is void, but 
. the preceding ones ſtand good. 


e II. If there is a faced Cards there muſt be 2 
le bey. Deal. 


is tr.” He that deals wrong, loſes one Game. 


n IV. He that inſtead of turning the bottom Card, 
7 Mvhich ſhould be the Trump, Joins it to his Hand, 
bſes a Game, and deals again. 


- W V. He that in dealing, turns one or more of his 
'3 (dverſaries Cards, loſes the Gam, and deals 
y Neun. 0 
VI. He that renounces loſes two Games, and 
ſts ae Deal where the Renounce is made does not go, 
do Mad they continue to deal, as if the Game ene 


at been played. 

e VII. He that does not force, or trump a Card 
hen he has none of the Suit led, commits no Fault, 
o' the Trick ſhould belong to his * 
an ad he is laſt Player. 

VIII. When a Card has once ac the Board, 


61 is judged to be Pg 3 
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IX. If two Players lay down their Cards on the 
Table, the third muſt do it 18 y_ 
the Play of that e 

X. The Players are not to * Places during 
the Party, nor even 2 ſeveral Parties that are 
played together. 

XI. The Cards muſt be cut by him only, who is 
on the left Hand of the Dealer. 

1 — If any one deals out of his Turn, and has 

rn'd up the Trump, the Deal muſt ſtand good, and 

is heated on by the right Hand ; but if he has 

not turn'd up, there is Time to recall it, and make 
him Deal whoſe right it is. 

XIII. The Cards are to be 3 in no other 
manner than by Threes. 

X1V. He that plays before his Turn, cannot take 
up his Card, unleſs he has not played in the Suit 
led, having Cards of that Suit; in which Caſe 
he loſes a Game, and the Deal is played on. 

XV. He that quits the Party before it is finiſhed, 
loſes it. 

XVI. If any Player turns one or more of his Ad- 
verſary's Tricks, he loſes a Game, 

This Game is one of the moſt rigid that is played, 
ſeeing that the leaſt Fault is ſeverely puniſhed ; 
which is done in order to oblige the Player to give 
that Attention which the Game requires, and to 
prevent thoſe Faults that would b neceſſarily 
happen. 

You are to remember, that A one of the three 
Players commits a Fault, they all three ſuffer for it. 

Obſerve too, that when thoſe who commit Faults, 
have. not Points ſufficient to ſet off for ſuch Faults, 


the adverſe Party mark in their Favour, 


THE 


GUINGUE TT E. 


H Is Game may juſtly be ſaid to be new, as 

it is the firſt that ever appeared under this 
Title It may be played by different Sets of Play- 
ers, from Three to Eight. 


A complete Pack of fifty-two Cards is here made 
uſe of; however if there are but three or four Play- 
ers, they play with thirty-ſix Cards only ; laying 
out all the ſmall Cards up to the five : The Ace tells 
for one Point only, and is the loweſt Card at the 
Game. | | 

Each Player ſhould have a Stock of thirty or for- 
ty Counters, which they value as they intend to 
play high or low, : 

The GutnGuzTTEs, are Houſes of Entertainment in the 
Environ of Paris, like thoſe of Chelſea, Iflington, &c, which are 
much frequented by the lower Sort of Parifians, on Sundays and 
Holydays, where they drink Wine free of the Duty that is paid 
in Paris, and amuſe themſelves with their favourite Diverſion of 


Dancing. 
M 2 There 
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There are certain Terme peculiar to the Game, 
which it is proper to explain before we go mw fur. 
ther. 


The firſt; is. the Ong, which is ue N. 


of Diamonds, 

The ſecond is the Cabaret e; which is er 
of a Teirce to a Knave, Ten, or Nine, or of any 
inferior ns: The = and Queen make no 
Teirce, 

The laſt is the Cerillon F, which is the Stack, fo 
called, that is placed on the middle of the Pable, 
after all the Players have received their Cards, and 
which every Player has a right to remove in his 
Turn. 


There is a confiderable Advantage in being eldeſt 


Hand, as he has it in his power to make the Trump 
in what Suit he pleaſes, they. therefore cut fer Deal, 
and the Dealer having well ſhuffled the Cards, and 

had them cut by the Player on, his Leſt, deals to 
each Player four Cards, by twice two-; and then 
places the Stock on the middle of the Table. 

There is likewiſe on the Table, three little Boxes, 

one for the Guinguette, another for the Cabaret, 
and a third for the Cotillon, 


After the Player has received his four Cards, be 
examines if he has the Guinguette, that is the 


Queen of of Diamonds; and he that has it, after 


* The CABARETS, are "the loweſt fort of it Hopſec in 


Paris, anſwering to the Alehouſes in London. 

S. Corir rox, is French for a Petticogt, but why the Stock is 
is ſo called, I know not, -un!eſs jt be by way of Alluſion, as the 
| Stock. here is in continual Motion; and the French certainly, 
above all People, take great Pleaſurei.n NN Piece of 


Machiaery. 
| he 
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he has:ſhown it, -takes up the Counters that every 
one has put into the Box marked Guinguette, and 
when it is not in the Game, tho it ſhould come af- 
terwards, by one of the Players removing the Co- 
tillon, the Stake reſts, and is double for the next 

After the Guinguette is drawn, or left for the 
next Deal, they look for the the Cabaret; and he 
that has it, -how-ſmall ſoever it may be, is to de- 
clare it, without-naming the Quality of it; but he 
may, as he judges convenient, revy on it, a Demi- 
Septier, a Chopine, or a Pint“: The Demi-Septier 
is one Counter which is put in the Càbaret; and is 
a Revy that is made on what is already there ; the 
Choptne is two Counters, and the Pint four ; The 
higher Cabaret takes Place of the lower, and if 
there are two or more that are equal, the 6 
Hand has it. * 

You may at the Cabaret, revy as many Demi- 
Septiers, Chopines and Pints as you pleaſe, and he 
that makes the laſt wins, if the others don't ſtand 
it, though his Cabaret ſhould be lower than theirs: 
and when there is no Cabaret, it is double for the 
next Deal. 

Having thus explained the Guinguette and Ca- 
baret, we proceed to the Cötillon. The former 
Points being ſettled, the Dealer ſays, Au Cotillon, 
or, to the Cotillon; and each Player puts a Coun- 
ter into the Box that! is for the Cotillon. 

The eldeſt Hand, as has been ſaid, names what 
Suit he pleaſes for the Trump, bat is not obliged 
to play by ſo doing : He muſt fay, 7 play, and _=_ 
a ſecond Counter into the Cotillon. 


* Theſe are all Names of tmenſures, che Paris pint, anſwers 
tothe E oh = the chopine to the pint, ——_ the d etmi-fep- 


tler to the piat, 
M 3 If 
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If one of the other Players has not a good Hand, 
but expects to make one by the Rentree, or take 
in; he diſcards what he thinks proper, which he 
puts on the middle of the Table, ſaying, I nov 
| the Cotillen ; for which he pays two Counters, which 
he puts into the Cotillon ; then taking the Stock, 
and having well ſhuffled it, he cuts it neatly, and 
then draws for himſelf the bottom Card of the Cut 
he has made, and without turning the Cards he 
holds, or ſhewing the Card he takes. 

The Players may by Turns, revy at the Cotillon 
twice; but when you have moved it once, you 
muſt ſtay till the other Players have ſpoke ; and 
then whether they revy or not, when it is your 
turn to ſpeak, you ſay, I move the Cotillon as be- 
fore, and put in two Counters: This Rule is the 
ſame for all the Players ; and he that moves the 

Cotillon, declares by ſo doing,. that he plays. 
When you have moved the Cotillon, or have 
ſaid, I play, without moving it, you play the 
Cards as at the Beaſt, always remembering the 
Trump, which the eldeſt Hand named; and that 
the Ace goes for one only, ans is the loweſt Card 
of the Game. 
You will find in the following Land: what may 
have been omitted here, and every thing * 
to give a clear Idea of the Game. 


LAWS of the Game of GUINGUETTE. 
I. He that plays by the Cotillon, and makes two 
Tricks, wins, if the other Tricks are ſeparated. 
IT. If he makes only one, and any of the other 
Players makes two or _ he pays two Counter 
to the Cotillon. 


III. If 


Ara: Gau or GUINGUETTE. 247 

III. If he makes no Trick, be pays the Whole 
Cotillon : What is here ſaid of one Player, is to be 
underſtood of every one that ſtands the Game; fo 
that frequently you have the. Pleaſure of ſeeing ſe- 
veral Cotillons ; which are like the Beaſts that go 
on the Game, one after the other, tho' made 
the ſame Deal. | | 
IV. When a Cotillon is due, kits pate any 
thing to it, but he that owes it. 

V. If two of thoſe that go for the Cotillon, win 
each two Tricks, he that wins the firſt two, has 
it, and the other pays him the two Counters for 
the Cotillon. 

VI. He who calls a Guinguette is to ſhew it, 
before he takes it up ; if he does not, he pays two 
Counters to the Guinguette, which beſides, is dou- 
ble for the next Deal. 

VII. He who has the ſuperior Cabaret, and after 
having called it, does not ſhew it, before he takes 
it up, pays equally two Cbunters to the Cabaret, 


which is double for the next Deal. 


VIII. He who gives too many Cards in Dealing, 
pays one Counter to the Cotillon, and deals again, 
if he that has too many Cards deſires it, 

IX. He that renounces, loſes the Cotillon, und 
is obliged to take up the Card again if the Players 
require it, 

X. It is not permitted, under the ſame Penalty, 
to omit trumping a Card when you can do it; or 
uot to win it when you can; for you are obliged to 
force at this Game, | 

M 4 When 
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XI. If che eldeſt Hand forgets to name the Trump, 
and at the ſame time moves the Cotillon, and he 
that comes after him, prevents him by naming it, 
it is rightly named, and he is obliged to play. 

XII. He that makes the Vole, draws a Coun. 
ter from each Player, befides the Cotillon ; and 
wins alſo all the Cotillons that are due. 
| When the Game is played conformably to theſe 


Directions, it affords a great deal of Entertain- 
ment. 4 
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T HIS Game reſembles very much that of 

Trumps : It is called the Sixte, becaufe 
played by fix Perſons, with fix Cards, and the 
Party conſiſts of ſix Games, 

The Cards are played as at Trumps: And to 
play it with Satisfaction, you muſt obſerye what 
follows. | 

After you have agreed what you play for, havecut 
for the Deal, and the Dealer has well ſhuffled the 
Cards, he gives them to the Player on his Left to 
cut; and then deals each Player fix Cards, by 
twice three ; he then turns up the laſt Card which 
belongs to him, and that is the Trump, when the 
Pack is of thirty-fix Cards only, as it commonly is; 
but when the Players chooſe to have a Stock, they 
play with all the ſmall ones ; and in that Caſe the 

M 5; top 
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top Card of the Stock is turned up, which makes 
the Trump : and this depends on the Will of the 
Players. The Game in the laſt Caſe is more pleaſ. 
Ing, and it requires more Skill, than when played 
with thirty-ſix Cards only. 

Here follow the Laws which are alone ſufficient 
to give a full Explication of the Game, which is 
of itſelf very eaſy. 


LAWS of th Game f SIX TE, 


I. He that deals wrong, loſes one Game, which 
he ſets off, if he has any Marks, and deals again. 

II. When the Pack is falſe, the Deal, where it 
is diſcovered, is void, the preceding one remains 
good, and that too, if it 1s * finiſhed, or the 
Cards are mixed. | 
III. He who turns up an Ace, marks one e Coun- 
ter for it. | 

IV. The Ace wins the King, the King the Queen, 
the Queen the Knave, the Knave the Ten; and fo 
the reſt, according to their natural Order. 

V. When a Frump or any other Card is led, you 
are obliged to play in the ſame Suit, if you can ; 
if not you renounce, and pay two Games, which 
you are ſet off, if you have them, if not, the firſt 
two Games you get. 

VI. He that plays to a Suit led, is, if he can, 

to win the higheſt Card played, or elſe he loſes a 

Game, which the other Players challenge. 

VII. He that wins three Tricks marks a Game. 

VIII. If two Players, make three Tricks each, 

he that made the firſt three, marks the Game. 
| IX. If 
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IX. If all the Players have each one Trick, he 
that made the firſt Trick marks the Game; and in 
like manner, when three Players make two Tricks 
each, he that makes the firſt two, marks the 
Game. 

X. He that makes all the Tricks, wins the 
Party. 

Such is the manner of playing the Sixte; at 
which the eldeſt Hand has the Advantage, as he be- 
gins the Play with the Suit which is moſt advanta- 
geous for bis Game, 


VINGT-QUATRE. 


£ 8 HIS Game follows almoſt in every thing, 


the Laws of the Game of Imperial. 

When there are fve Players, all the ſmall Cards 
are made uſe of; and the Dealer gives ten Cards to 
each Player: When there are four, he deals twelve: 
To three he gives twelve alſo, and the ſame to two 
but when there are only three Players, the three 
loweſt Cards of each Suit are laid out; and when 

only 


| 
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top Card of the Stock is turned up, which makes 
the Trump : and this depends on the Will of the 
Players. The Game in the laſt Caſe is more plea. 
Ing, and it requires more Skill, than when played 
with thirty-fix Cards only. 

Here follow the Laws which are alone ſufficient 
to give a full Explication of the Game, which is 
of itſelf very eaſy. 


LAWS of the Game erf SIXT E. 


I. He that deals wrong, loſes one Game, which 
he ſets off, if he has any Marks, and deals again. 

II. When the Pack is falſe, the Deal, where it 
is diſcovered, is void, the preceding one remains 
good, and that too, if it is __ finiſhed, or the 
Cards are mixed. | 

III. He who turns up an Ace, marks one Coun- 
ter for it, | | 

IV. The Ace wins the King, the King the Queen, 
the Queen the Knave, the Knave the Ten; and fo 
the reſt, according to their natural Order, 

V. When a Frump or any other Card is led, you 
are obliged to play in the ſame Suit, if you can ; 
if not you renounce, and pay two Games, which 
you are ſet off, if you have them, if not, the firſt 
two Games you get. 


VI. He that plays to a Suit led, is, if he can, 
to win the higheſt Card played, or elſe he loſes a 
Game, which the other Players challenge. 

VII. He that wins three Tricks marks a Game. 

VIII. If two Players, make three Tricks each, 
he that made the firſt three, marks the Game. 


IX. If 


„ 
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IX. If all the Players have each one Trick, he 


* that made the firſt Trick marks the Game; and in 
af | like manner, when three Players make two Tricks 
” each, he that makes the firſt two, marks the 
00 Game. | 

nt X. He that makes all the Tricks, wins the 
u Party. 1 = +, 


Such is the manner of playing the Sixte; at 
which the eldeſt Hand has the Advantage, as he be- 
gins the Play with the Suit which is moſt advanta- 
geous for his Game, 


e DID Pre, re, 
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. H1S Game follows almoſt in every thing, 
the Laws of the Game of Imperial. | 

, When there are five Players, all the ſmall Cards 

a are made uſe of ; and the Dealer gives ten Cards to 


each Player: When there are four, he deals twelve: 
To three he gives twelve alſo, and the ſame to two; 
but when there are only three Players, the three 


loweſt Cards of each Suit are laid out; and when 
only 
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only two Players, all the ſmall Cards up to the 
five are laid out, beginning with the Ace, which 
counts only one Point. 

Obſerve, that at the Point, the five firſt Cards, 
which are the Ace, 'Two, Three, Four and Five, 
count at the Virade; and not the five laſt: And 
that at the Game by the Figures, it is the King, 
Queen, Knave, Ten and Nine. 

The Firade, is the Card which he who deals turns 
up from the Stock, and which makes the Trump. 

The Imperials, are at leaſt five Cards that follow 
each other; they are better when fix, ſtill better 


when ſeven, and ſo on by aſcending, and win as 
at Piquet, by force of Cards ; And in caſe of Equa- 


lity, he that has it in the Suit turned up, wins; or 


Elſe he that is elder Hand. 


The Point and the Marks, are each counted for 
four, to him that wins them, as at Imperial ; and the 
ſame for him that wins the Cards : And he that 
has theVingt-Quatre, or four and twenty, firſt, wins 


the Party, and draws what is on the Game. Vingt- 


Quatre, as we have ſaid, is of the ſame Nature 
with Imperial, but much inferior to it, 


THE 
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LABEL LE, TE FLUX, 
| AND 


THIRTY EL 


HIS Game is very diverting, and of great 

Commerce. Several Perſons may play at it; 

and they play with an entire Pack of fiſty-two 
Cards, 

To play this Game, there muſt be three Boxes, 
which are to be ranged in a'Line on the Table: 
into one of which you put for the Belle, or beft 
Card ; into another for the Flux, and into the third 
for the Thirty-one ; having firſt agreed on what 
you intend to put in. 


The Party is fixed at thirty or forty Deals, more 
or leſs, as you agrees after which you cut for 
Deal : There is no advantage in Dealing, for 
when the Belle, the Flux, or Thirty-one are equal, 
it reſts for the next Deal, which is then double. 


When 


f 


254 LABELLE, tne FLUX, and THIRTY-ONE, 


When the Cards are cut by him on the Left of 


the Dealer, he gives to each Player two Cards, in 


the common way, and then a third, which he turns 
up, and he that has the higheſt Card that is turned, 


wins the Belle, and takes up what is in the Box. 

Obſerve, that though the Ace tells for eleven 
Points at Thirty-one, it is below the Ling, Queen, 
and K nave, at the Belle. 

After the Belle is drawn, each one examines if 
he has a Flux, that is, if he has three Cards of the 
ſame Suit, and which of them is the higheſt : The 
Ace goes at the Flux for Eleven Points, and ſerves 
to win; when nobody has the Flux, the Stake is 
left for the next N and is augmented if they 


chooſe it. 


Laſtly, after the Belle and Flux are drawn, they 


go to the Thirty-one. Each Player examines his 
Game, and after counting to himſelf the Points he 
has, if it comes near to Thirty, and if by the Diſ- 


poſition of his Game, he is apprehenſive of paſſing 


5 Thirty- one, he ſtands; if not, he aſks; and the 
Dealer gives from the Top, to every one that aſks, 

in their Turn, beginning on his right Hand; but 
he gives only one Card to each Player, till it comes 
round to his Turn again: The Dealer likewiſe 
takes in his Turn, if he finds it convenient for his 
Game. 

When the Players have taken in, or nithout tak- 
ing in, have more Points than Thirty-one, they 
cannot win ; but they that have Thirty-one, or if 
no Player has exactly that Number, he that comes 
neareſt to it wins: So that when a Player is twenty- 


eight, twenty- nine, or thirty, he ſhould ** 
an 
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and not riſk the taking i in a Card that may make 
him more than Game. 

When there are ſeveral Thirty-ones, he that has 
it firſt, wins it; for which reaſon, when a Player 
has it, he ought to declare it. If ſeveral Players 
have it dealt them, in the ſame Deal, it is left till 
the next Deal; and the ſame is done with regard 
to the inferior Points that are equal, and are the 
winning Points, 


Such is the manner of playing this Game ; which 
has no ſort of Difficulty in it. 
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HIS Game is played by four Perſons, each 
on their own ſeparate Account. 

The ſame Cards are here uſed as at Piquet, and 
the Cards have the ſame Value, the Ace being the 
higheſt Card at the Game, winning the King, the 
King the Queen, the Queen the Knave, &c. 

After cutting for Deal, the Dealer gives three 
Cards to each Player, one after the other: But firſt 
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of all, each of them puts into two Boxes that are 
placed on the middle of the Table, one Counter, 
or more, if they chooſe it; and the Counter goes 
for as much as they pleaſe to make it. 

One of theſe Boxes, no matter which, is for the 
G, which is what they firſt contend for: The Ge is 
two Aces, two Kings, two Queens, two Knaves, 
WT + | 

The Players are at liberty to revy'for the Gz, one 
againſt another; and in that Caſe, he that has the 
higheſt Gz, wins it, and takes up the ſtake that is 
in that Box, and the money that is revy'd, unleſs 
one of them ſhould have a Tricon, that is, three 
Aces, Kings, Queens, &c. the loweſt Tricon being 
ſuperior to, and winning the higheſt Ge. 

When the G# is won, they go to the ſecond Box, 
which is for the Point or Flux. It depends on the 
eldeſt Hand either to play a ſingle Game, or to re- 
vy, what he thinks proper ; and ſo the ſecond 
when the firſt has ſpoke, who can augment the Revy, 
or give it up without revying, if he has not a Hand 
ſufficiently ſtrong. 4 | 
Two Aces in Hand are worth twenty-one : One 
Ace and a King, or any other Card that tells ten, 
of the ſame Suit, count twenty and a half; and in 
like manner, two Aces and a King, or other Card 
that tells ten, count thirty-one ; and ſo of the other 
Cards, which count according to their Value, but 
muſt be of the ſame Suit to be counted together. 
After each Player has puſhed the Revy as high 

as he pleaſes, they that ſtand it, ſhew their Game, 
whether they have Flux or not : The Flux is three 
Cards of the ſame Suit, as Hearts, Diamonds, &c. 
the higheſt always winning; for he that has the 
higheſt Flux, has always the higheſt che Tg 
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F* HIS Game is much play d in ſome Provin- 

ces: Five or fix Perſons may play at it, or 
more or leſs ; and they play with a complete Pack 
of . 

Before you begin, you are to fix the Value of the 
Counter, and the Number of the whole that you 
intend to play; after which you cut for Deal, and 
the loweſt Card deals, as there is rather a diſadvan- 
tage in Dealing, becauſe being the laſt to take up 
the Cards ſhown down on the Table, they who 
ae the firſt, accommodate themſelves, and fre- 
quently leave him at a loſs. | 

The Dealer gives five Cards to each Player, by 
two and three : after which he takes off eight Cards. 
from the Top of the Stock, which he turns and 
lays down on the board : The Stock. is then put 
on one Side, as being of no further Uſe that Deal. 

| : When 
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When the Cards are dealt, each Player examines 
his Hand, and the eldeſt ſees firſt, whether he has 
any Cards of the ſame ſort with thoſe on the board, 
as for example; if there is a King, an Ace, or any 
other Card of what ſort ſoever, and he has one of 
the ſame ſort in his Hand, he takes up the King 
with his King, the Ace with his Ace, and ſo of 
the others, obſerving however to take only one Card 
at each round, 

The next Player then takes up a four, a ven 
or a nine; and ſo of the reſt, if he has any ſimilar 
Cards in his Hand. All the other Players do the 
ſame, each one in his Turn, going on from the 
Right: And if any one of them has no Cards that 
correſpond with thoſe on the Table, he is obliged 
to put his Cul- bas, that is, to ſhew down his Cards 
on the Table, and to leave them there; and ano- 
ther Player may ſuit himſelf with the Cards that 
the other has put down, the ſame as with thoſe that 
were from the Stock, and is not obliged to put Cal. 
bas : In ſhort, they do not do it, but when there is 
no Card on the Table which is the ſame as Om have 
in their Hands. 


He that firſt clears his Hand, wins what every 
one has put down for the Cul-bas,. and obliges the 
others to give him as many Counters as they have 
Cards remaining in their Hands ; and they who 
have put Cul-bas, pay him as many Counters as 
they have put down Cards. 

Me ſaid, that you can take up only one Card at 
a time, nevertheleſs. if a Player has in his Hand 
three Cards of the ſame ſort, as three Knaves, ot 
any other Threes, he may with thoſe three Knaves 


take up a Knave that is on the Board; which is 2 
| great 
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great Point, and ſerves very much to win the Par- 


ty, as he has then only two Cards left. The Cards 


they pair with thoſe of the ſame ſort on the Board, 
are put together, before each Player, turned up, 
and are of no further uſe. 

In like manner, if there are three Cards of the 
ſame ſort, on the Board, as three Eights, &c. he 
that has the fourth in his Hand, may take up all 
thoſe three together, but they will be of no ſervice 
to him, and he ought rather to take up ſome other 
Card if he can, and leave the Eights to another 
Round, as he is ſure nobody can take them up. 

When a Player has in his five Cards, four Kings, 
or any other four Cards of the ſame ſort, he may 
lay them out, and demand others in their room 
from the Dealer, or take them himſelf, if it 1s he 
that deals, 


This Game is very eaſy, for there is no Diff- 
culty in any one part of it; aud is at the fame time 
very diverting, 
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HIS Game may be played by any Number 

of Perſons, from five or ſix to twenty. 
When there are many Players, they make uſe 
of a whole Pack of fifty-two'Cards ;'otherwiſe-they 
play with a Piquet Pack; n that the Ace 
is the loweſt Card. 


As the Deal is very a they cut for 
it ; after having each one taken eight or ten Marks, 
which they eſtimate as they pleaſe : The Dealer, 
after the Cards have been cut by his left-hand Man, 
gives to each Player one Card, without turning it; 
who looking at it, ſays, if it is a good Card, I am 


content ; or if it is an Ace or other low Card, he 


ſays to his right-hand Neighbour, Content me; and 
he is obliged to change Cards with him, unleſs he 
has a King; and he then ſays, Cuckoo ; and he 
that aſked to be contented, is oblige to keep his 
Card : The reſt of the Players go on to content 
each other in the ſame manner; that is, to change 
their Cards with their neighbors on their "_ 
| an 
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left, once; till it comes round to him that dealt 3 
who if he wants to be contented, muſt take off the 
top Cud from the Stock, provided it is not a King, 
in ſhort it is the general Rule, that when a Player 
If thinks it advantageous for his Game, he can oblige 
> WH bis right-hand Neighbour to change with him, un- 
leſs he has a King. : | 
After the Tour is thus made, each one ſhows 
down his Card on the Table, and he or they that 
have the loweſt Card, pay each a Counter to the 
Game, which is put into a Box, that is placed in 
- middle of, the Table for that Purpoſe: It may 
ſo happen, that four Players pay at the ſame time; 
and it is always the loweſt Card that is in the 
Came that pays: The Ace pays always when there 
is one in the Game, if not the Two, or if there is 
no Two, the Three, and fo of the reſt. 


The Advantage of Dealing is, that the Dealer 
+ as three Cards, out of which he chooſes that which 
y he thinks beſt ; ſo that it is rare that the Dealer 
e Nfays: Each Player deals in his Turn, and when 
ay one.of them has loſt all his Counters, he retires 
om Play, there being no more hope for him; and 
he who has Counters left when all the reſt have none, 
ins the party, though he ſhould have but a ſingle 
ounter ; and he conſequently takes up. all that 

been ſtaked on the Game, 


THE 
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HI $ Game is 1 8 by two, three, "> { 
or five perſons ; When there are two or four b 
es they uſe a Piquet pack of thirty-two Cards; I 
but when they are three or five, the Pack confifts of MW ſc 
thirty only, for two of the Sevens, no matter which P. 
two, are then thrown out. 1 


When there are four Players they play two a- 
gainſt two ; and they place themſelves together on 
the ſame ſide of the Table, in order to commung- 
cate their Games to each other. * 


The Ace and the Ten are the Bruſque mbilles, 
and conſequently the firſt Cards of the Game, that 
is, the Ace takes the Ten, the Ten the King, the 
King the Queen, the Queen the Knave, the Knave 
the Nine, the Nine the Eight, and the Eight the 
Seven; but you muſt obſerve, that the higher Card ö 
muſt be of the ſame Suit to win, unleſs it is a M Pla 
Trump, for the Seven of Trumps wins the Ace of i he 
any other Suit. 


When 
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When they, play the Party, that is, one againſt 
one, or two againſt two, they agree before hand 
what they play for; and when there are three or 
five Players, each takes a Nomber of Counters, 
which they eſtimate as they intend to play, high 
or low. | 
They then ſee who is to deal, and when the 
Cards are cut by the Player on the left of the Deal- 
er, he gives to each three Cards, and takes as many 
to himſelf, either one by one, or all three together, 
and turns up the top Card of the Stock, which 18 
the Trump, and which he leaves turned, half un- 
der the Stock, that it may be ſeen. Then he that 
is to play leads ſuch Card as he thinks proper, to 
which the ſecond plays what Card he pleaſes, and 
ſo the reſt ; and he that wins the Trick, whether 
by playing a higher in the ſame Suit, or by trump- 
ing, takes a Card from the top of the Stock, and 
ſo the others, each in his Turn, and then begin the 
Play again, as at. the firſt round ; and after that 
Trick is made, they begin again in the ſame man- 
ner, til} all the Cards of the Stock are exhauſted ;: 
and he that takes the laſt Card has ide Tramp that 


was turned up. 


You will obſerve, that u we aid, that the ſecond 
Player, plays ſuch Card as be pleaſes ;. for at this 
Game they are not obliged to follow the Suit led, 
tho' they have of it, for there is no Renounce, and 


they may even trump a Suit of which un have 


ſome in Hand. 

Such i is the Method of pie this Game each 
Player dealing i in his Turn, till they have played 
the Number of Deals that was agreed on; and 

when 
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when there 3 is no certain Number fixed; you are at 
Hberty to quit the Party at the End of every Deal. 


We will now ſhew. the Rewards that are paid-at, ; 
this Game, which however, don't take place 4 


when there are three or five Players, or four, that, 


—— 
— * 


don't play the Party, two againſt two. 

He that plays the Bruſquembille Ace in Trumpsg 
Wee two Counters from each Player; and he, 
ives likewiſe. two Counters from each Player, 
85 % very Ace he. plays, provided he, wing. the 
for otherwiſe, inſtead of 1 g. he pays. 
—_— > Hh yore 
olt is the ſame with regard to the Ten, for which" 
AOounter is paid-by each Player, to him that plays 
drgif he wins the Trick; and he pays a Counter 
o each Player, if the Ten he plays is won 
e mu er N WY or other- 


15 - 


the Tricks that he has made, wins the Party, which 


conſiſ of as many Counters as they have agreed | 
en: The following is the manner of counting the 


Points; after all the Cards of the Stock are taken 
in, and all the Cards in Hand are played, each 
one exumines the Tricks he has made, and counts 
for dach Ate, eleven Points; ten for every Ten; 
four only for the King, three for the Queen, and 
two For, each Knave: The other Cards are not 
couſted ; having thus reckoned up his Game, he 


rhalg 


| what b y one put down. for the Game. | 


1 where there are the moſt Points ; ſuch as 
the 
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26/the next Man, Weis he thi not-Palits in 


x The moſt Points, as was ſaid before, wins | 


ayer ſhould therefore ſtrive to make thoſe | 


derable Pare of the G Ts 


the Rules that we can 
Game, muſt frequently £422. how he is to act, 
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[te Ae th Tow the Kings, Queens, and Knaves, 


gh ep Ry which bake mot; cap- 


Good Senſe, joined Experience, will much 
ſooner make a good Player at this Game, than all 


for the ſame Hand requires to be played ſometimes 
one way. and ſometimes another ; for example, 
when you are advanced in Points, you ſhould ſome- 
times take a Trick, though there are but few Points 
in it; whereas if you was not advanced, you ſhould 


pals it, in order to make thoſe Tricks, where there 


were the moſt Points. 


It. may* ſuffice to ſay, that to play the Game of 
' Bruſquembille well, requires a great deal of Atten- 


tion ; for you ſhould not only know what Trumps 
are out, but alſo all [the Bruſquembilles that be 
been played, and conſequently what ſtill remain in 
Hand, that you may avail l of the Situation 
of the Game. 

There are not many Laws belonging to this 
Game: The following, however, are proper to 


be regarded, as they n make. thy Game a- 


muſing and intereſting. 

Laws of the Game of BRUSQUEMBILLE. 

I. If the Dealer finds one or more Cards turned 
in Dealing, or turns them himſelf, he deals again. 

II. If chere ſhould be a. Card too few in the 

Pack, whatever was paid during the Phy ſands 
good, but nobody can win the Party; and if there 
are two Cards of the ſame ſort, the Deal is no long- 
er played, when it is diſcovered; but if it is finiſh- 
ed, it ſtands good. ob 

L N III. He 
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: The fituation of the 
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III. He at plays before un Tutn, cannot · ale 
up His Curd. c1 641% HAGS7 483-15 13. 

IV. He that has once playtd 2 Card cannot take 
it in again, on any Pretence whatever. * 

V. He that takes from the Stock before his Turn, 
and has joined the Card to his my ays to him, 
to whom the Card ſhould t 15 ih "What is 


on the Game, and delivers u Alto ork 
"but if he has hot Joltjed' it, *bo {few it, he Þ ays 
two Counters to dach Player; iid ves ec to 
kim th at ſhould Have Hit.. 

VI. He chat in taking his bee Nel the Stock, 
"Tees the next Card, pays to Counters to each 


layer. 
5 Vit. When they play the Party, b two againſt two, 
ite 0 He the Players ſees a Card, that ſhould'; go to 
"one 115 adperfaries, ey Afe at liberty to begin 
the Party . again; ; but ür it ces 16 him, or to his 
"Companic n, the Play is continued on. 

VIII. There is no Renounte; and you are not 
obliged to play a higher Card to one that is played. 

IX. He that calls his Point, and may Have more 
Than he called; but does not Uifevver it before the / 
Cards àre mixed, cinnet recall it; And loſes the 
Party, if another Player has more Points Than he 
firſt called. 

. He that quits the Party before-it is finiſhed, 
| oſes it. 

Theſe Laws, ts we have aid, u6'of no- great 
"Extent, and it is bat ſeldom, that it is found ne- 
" ceffary to put theſe in force. 

Nd Account can de en che ung the Name 
- bf this Game, unleſs we ſuppoſe it to be the Fancy 
of him that invented it; for it has no ſort of rela- 
tion to the Game. The 


lot 
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T * au chis Game, —— — Packs 
of Cards, from each of which you. throw out 
the four Aces, and in order to keep the Packs ſe- 
parate, the blach Cards are all ut into one Packs 
and the ted into the other. ern 
It ſhould ſeem that the Name of the Comet: Was 
given, to this Game, on account of the lang Train 
of Cards that are played one after another at this 
Game: Comets being commonly accompanied by 
a long Train of Light, that is called the Tail of 
the Comet. 
The four Aces being thrown out, the Pack con- 


ſequently confilts of Grty-eight Cards, eighteen of 


which are, dealt to each Player, by, three and three, 
ſo that there remain twelve in the Stock, that are 
not uſed; and if either of the Players ſhould at- 


tempt to look at the Stock, he pays ſuch Penalty as 


is agreed on at the Beginnigg of the Party. 
This Game i is played as Piquet. two again two; 
by three; or one againſt one: The Points and the 
Cards are counted in the ſame manner as at chat 
Game. The number of Games commonly played 
is twenty-four ; and the counter ſtands for ten 
TVs as at Piquet. 
N 2 If 
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If the Deal is wrong, the eldeſt Hand can call 


a new Deal, or if he finds it to his Advantage, he 


can make that ſtand good ; and whether it be he 
or his Adverſary that has à Card too much, he that 
has it plays with nineteen Cards, After two Deals 
are played, which is one for each Player, the laſt 
Deal decides what is to be marked. 

The nine of Diamonds is put into the black Pack, 
and the an Wen which are 
the two Comets. 

The Cards — * to play with facility, they 
mould be ranged in their natural Order, the Twos, 
the Threes, the Fours, and fo up to the Kings, 
| ſhould be placed together; it matters not what Suit 

ey are of, provided they are of the ſame Rank. 
When each Player has ſorted his Cards, the eldeſt 

begins the Play; and you will obſerve, that there 
is no neceflity for beginning with the Two, which 
is the loweſt Card of the Game ; but he may lead 
what Card he thinks proper. 

It is the Rule of Play to begin with that Card 

where you have the greateſt Sequence; for exam- 
ple, the eldeſt having the Two, Three and Four, but 
not the Five, if he has the Cards that follow from 
the Six up to the King, he ſhould not begin with 
the Two, Three and Four, without the five ; but by 
playing the Six firſt, he ſays, Six, Seven, Eight, 
Nine, Ten, Knave, Queen and King; and by that 
means he plays eight Cards, whereas by beginning 
with the Two, he could only have played three: 
Now. it is the grand Object at this Game, to play 
a great number of Cards ; for he that firſt finiſhes 
his Hand, by playing all his Cards, marks the o- 
ther, for all the Tounts that rematy fn. hls Hand. 
However, 
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However, if you ſhould have three Two's without 
a Three, and after that your Cards. ſhould follow in 
tolerable good Order, as there is no ptoſpect of your 
Coming in again by the 'I'wo, as there are no Cards 
below that, you ſhould begin with that, and ſay, 
Two ſans Three, or without Three; eſpecially if you 
have any Kings, by which you may enter _— 
: It is alſo the Rule, in order to play off 
Queens, when you have three, aad only one King, 
4 to begin by a Queen, and ſay Queen and King; 
Queen ſans King: If you have two Nines, two 
4 
5 


Tens, two Knave+, three Queens, and one King, 

by beginning with the Nine, you ſay, Nine, Ten, 

' Knave, Queen and King; and then Queen fans 

King: This method of Play ſometimes affords an 

r Opportunity of finiſhing your Hand, and regorg- 

| ing the Comet; or to finiſh by puteing the Comer 

| for the Nine, which is the Caſe when you play it 
after an Eight, or after an Hoc. 

To Regergs the Comet, is to have played all your 
Cards, when the Comet remains in your adveritl- | 
ry's Hand. 

There is another ſure method of procuring Hoc; 
when you have three Queens, and only one Ring; 
by beginning with the King, and then ' Queen fans h 
King; by this Method, one Queen plays of two 
Kings ; and as the Stock is compoſed of one fourth 
of the Cards, you have a right to ſuppoſe that 
there remains one of each fort ; if therefore, 1.4 
ſhould be a King in the Stock, the 
have but one, to followhe fourth Queen, if he bas 
it, or to follow one of the two, of the other Player. 

If the Game of the eldeſt Hand conſiſts of two 

| Nine, two Tens, two Knaves, 9 and 
3 two 
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two Kings; which make ten Cards; and of a Two, 
a Three, a Four, à Five, two Sixey and two Sevem 
without an Eight; he ſnould begin with playing Six 
and Seven, ſans Eight ; and ſuppeling there is a 
Nine in the Stock, the Adyerſaryi playing the Eight, 
ſays Eight ſans Nine; he then takes the Play from 
the Nine up to the King, and begins again with Se- 
ven ſans Eight, the Adverſary playing an Eight, 
ſay again, Eight ſans Nine; and he then continues 
the Play again, from the Nine up to the King, which 
make five Cards, and then goes on from the Two, 
up to and including the Six, which is his laſt Card: 
If the Adverſary has the Comet, he regorges it by 
this means; for the other having ten Cards left, he 
does not imagine that they are all in Sequence. 


When you have not the Comet, and have four 


Twos, a Three, a Four, a Five, a Six, a Seven aud an 
Eight ſans Nine, and have all the other Cards, up to 
and including the King; beſides ſeveral Queens and 
as many Kings, by favour of which you can came 
into play again; you ſhould not begin with the 


Two, for aſter having played the laſt King, if you 


have only the four Twos, the Three, Four, Five, Six, 
Seven and Eight; by playing the four Two's toge- 
ther, you, finiſh ,by the Eight, and by that means 

regorge the Comet; for the Adverſary ſeeing {ill 
ten or twelve Cards remaining, does not ſuſpect 
that they all follow in Sequence. | 
When you have four Cards of the ſame ſort, you 
ſhould not play them together, but when you have 
Cards that are below them ; and not begin the lead, 
but with ſuch as follow thoſe four, becauſe the Ad- 
verſary having none of that fort, mult neceffarily 
enter there; and hy that means all thoſe that te- 
main below them are Hoc's 5 but you ä 

: | P 


* 7 
I 
*. 


1 


Tax Gaurop. THE. c 0 M E T. 271, 
play them ed when you haye none, of an infe- 
rior Rank ; un the Game e ſhould be ſo diſpoſed, 
that by plaid n 50 you Bait Toa Hand. | 

As the principgl Advantage in, this Game i is, to 
finiſh your Hand by playing the, Comet for Nine ; 3 
25 it is then paid Quadruple, and the Points are al- 
ſo marked Quadruple, it is proper to remember 
what Cards the Adverſary has not; for example, 
ſuppoſe the Adverſary has no five, and has only 
three Cards, and you have a two and the Comet! 
you ſhould, then ſay, two ſans three; for ifthe Adver- 
fary has no three, you finiſh by the Comet for 
nine ; and ſuppoſing he has a three, and even a 
four, they make only two Cards of the three that he 
has; he ſays three and four ſans five; you croſs bim, 
and nich by the Comet, which i is not then put for 
nine; however i it is paid double, and doubles the 
Adverſary's Points. 

There is another almoſt certain method of finiſh- 
ing with the Comet for nine ; which is, when you 
know that the Adverſary has no nine, and ſuppoſe 
that he has eights, you reſerve the Comets by ſay- 
ing, three, four, five and ſix fans ſeven, the Adver- 
ſary ſays, by playing a ſeven and eight, fans 1 nine, 
you therefore finiſh with the Comet for nine. 

When the eldeſt has played all the Cards he has 
in Sequence, and isvbliged to ſtop at a Card that 
he has not ; for example, if he ſays, Four ſans Five, 
the other then plays a Fiye if he has 1 it: And you 
muſt obſerve, that after playing his five, he is not 
at liberty to lead what Card he pleaſes, for he muſt 
follow the natural Order of the Cards, going from 
the Five up to the King, which is the higheſt Card 
of the Game ; after which he may begin again by 
I N 4 what 
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what Card he thinks proper ; and; you "muſt obſerve | 
alſo, that if his Cards do not follow each other up 
to the King, for example, If he has no nave, he 
plays down his Cards, and fays, Five, Six, Seven, 
Eight, Nine and Ten, ſans Knave ; but if the other 
Player likewiſe has no Knave, in that caſe, he who 
aid Ten ſans Knave, is not obliged to play the 
Queen, which is the Card above the Knave, but he 
may then lead what Card he pleaſes. LF, 
Four Cards of the ſame ſort may be played toge- 
ther, according to the inclination or intercſ of the 
Player: So he that has four Knaves may play them 
altogether ; but if he has no Ten, he ſhould not 
throw away his Knaves, as they are neceſſary to en- 
ter the Play again, when the other Player leads a Ten. 
He who has three nines either with or without 
the Comet, may play them altogether, 
| He that has two or three kings, may play them 
immediately after one another ; and he ſhould doit 
when he knows, that there are no more queens. 
| You are to endeavour as much as poſſible, to get 
Tid of thoſe Cards that are the higheſt i in Point, as all 
the Figures, which tell ten each, the tens, the 
tines and eights ; for when theſe Cards remain in 


Hand, you are marked the greater number of Points; 
but you are to play them apropos, as they may ſerve 
to croſs your Adverſary's Play, or to bring you into 
Play: that depends on the diſpoſition of the Cards 
which you have in your Hand, and the Conjectures 
you are able to make of your Adverſary's Hand, by 
the Cards that have been already played. 

"You ſhould alſo endeavour to get rid of your low 
Cards, as Two's and Threes; for after a certain nu 


ber of Cards are played, it is difficult to enter 
a Two 
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Two or a Three, and you have no longer an Oppor - 
tunity of getting rid of them, unleſs you ſtiould have 
Kings, or ſome Cards your Adverſary has not: In 
that caſe as you enter by what Cards you pleaſe, 
you ſhould play the Two's and Threes, and other 
ſmall Cards that you may have. 

You are carefully to obſerve, what Cards che Ad- a 
verſary has not; by which you may regorge the 
Comet, when you have the Cards he wants, and the * 
following ones up to the King: And in order to do 
that without ſuſpicion that you can finiſh, it is ad- 
viſable to keep five ot fix Cards in Sequence, that 
after you have played the King, you may enter, for 
example, by Two, Three, Four, Five, Six and Seven. 

It is not permitted to look at the Cards that have 
been played, and that lye on the Beard; and a Pe- 
nalty is commonly inſlicted on thoſe that would 
ſpread the Cards, 1 in order to examine them. Your 
principal care ſhould be to remember what Cards 
have been played, eſpecially thoſe that the Adver- 
lary has not; for if you have none of thoſe ſorts 
likewiſe, you are always maſter of the Play, by lead- 
ing ſuch Cards as are inferior, and follow in Se- 
quence up to thoſe Cards; for example, one of the 
Players has Sevens, Eights, Nines and Ten, but no 
Knave, and he knows that the other Player has no 
Knave likewiſe, he therefore plays all thoſe Cards 
that follow each other, up to the Knave ; and by 
that means he remains Maſter of the Play, the other 
Player not being able to interrupt him : and after 
having got nid of the Sevens, Rights, Nines, and 
Tens that he may have, he begins again, by ſuch 
Card as he finds moſt convenient, chooſing always 
nj Cards where he has the greateſt Sequence, and 
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af the great ſi Number of Catds;ti:i nt: 0 ant 
The Comet makes Hoc every wheney that is, he 
who has it, may in playing hin Cards, employ it 
for what Card he pleaſes; fon it is King, Queen, 
Knave, Ten, or any other Card, according. as the 
Player pleaſes, and as he finds convenient for his 
Intereſt. | Obſerve, that after.emplaying the Comet 
for aQueen, or other inferior Card, you are not 
obliged to play the Card. that immediately follows 
it, but may begin agam by what Card you think 
proper. 320 v1; 2158 511292 9948 of = 65 S 
If the Player who has no Comet, is obliged to 
ſtop at a Card he has not; for example, if not hav- 
ing the Queen, he. ſays Knave ſans'Queen ; he that 
has the Comet may play it for the Queen, if it is 
his Intereſt to croſs the Line of the others Play; 
and then play what Card he thinks proper; but if he 
that has not the Comet, plays his Cards in Sequence, 
according to their natural Order, beginning with 
the low Cards and going up to the King, he can- 
not be interrupted by the Comet. | 
If the Player that has the Comet has no other 
Nine, he is not obliged after playing the Eight, to 
play it for the Nine, for he may fay Eight fats 
Nine, altho' he has the Comet in his Hand. It is 
the general Rule, ſo to order your Cards, that yon 
may finiſh with the Comet, if the Diſpoſition of 
your Game will admit of it; becauſe it is then 
paid double, and the Points that remain: in the 
Hand of the other Player are counted double: if 
you finiſh. by the Comet, when played for a Nine, 
it is paid quadruple, and the Points are counted 
the ſame; but you arg to take DERRY it 
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too long; for it muy Mappen that being defirous of 
keeping it Wt the aft Card, your Adverſary may 
play of all his Cards, and the Comet then remain- 
ing in your Hand, is payed double, and your Points 
are counted double. 

The fingle Comet is payed by two Counters to 
him that has it in bis Game, and it is double, tri- 
ple, quadruple, of more, as often as it does not 
appear; which is the Caſe when it remains in the 
Stock, compoſed, as we have ſaid, of twelve Cards. 

When the Comet has not appeared for three 
Times, being then quadruple, if that Deal is fi- 
niſned by the Comet, it is worth ſixteen Counters, 


and if finiſhed by the Comet played for Nine, thir- 


ty-two Counters. 


Is is the fame when the Opera is made, by finiſh- _ 


ing with. the Comet; for which there is paid, if 
there have been three Times that it has not ap- 
peared, thirty-two Counters; and when the Opera 
is made, and you finiſh with the Comet for Nine, 
fixty-four Counters are paid: and this is the argh- 
elt Chance that is on the Cards, 

It is to be obſerved, that when three Perſons 
play by Turns, and that the Comet does not, ap- 
pear between any two of them, it reſts till the Deal 
where thoſe two play together again; and then it 
is paid according to the Number of Times it has 


not appeared, during the Play of thoſe two 
Players, 


Of the Cards that remain in the Hand of one 


Player, after the other has finiſhed, the Fi igures are 
counted for Tens, and the-other Cards for 5s many 
as they are marked, which he who has played all 
his Cards marks up, as at Piquet, 


When 


** 


is as. Was faid before, X 
main in theother's Hand — for 
example, if he has a Queen, a Knave, and a Five, 
he is counted fifty Points, iuſtead of twenty-five. 

| When you finiſh by the Comet, and it is played 
in the Place of a Nine, it is paid quadruple, and 
the Poiats are counted the ſame. 

. | When you have the Comet remaining in your 
Hand you pay dquble, and the Points pou have in 
Hand are marked double, 

When the eldeſt Hand runs off all his Cards, 
without interruption from the firſt to he laſt, that 
is called making the Opera. 

When you make the Opera, the Points are 
counted double : and when you make the Opera 
by finiſhing with the Comet, it is paid quadruple, 
and the Points are counted the ſame. 

When you make the Opera, by finiſhing with 
the Comet for Nine, it is paid Sixteen, and is 
' augmented according to the Number of Times it 
has not appeared ; and the Points are counted 
eight Times, that is, if he who is the Opera, has 
an hundred Points in his Hand, the Player who 
makes the Opera, marks up eight hundred Points. 

When you are the Opera, and have the Comet 
remaining in your Hand, you pay it double, and 
your Points are counted quadruple. 

The Carte Blanche at this Game is worth fifty 
Points, and prevents a double Opera. 

If the Comet is in the Hand af him that has 
Carte Blanche, it is worth an bundred Points to 
Sim. 

The Dealer may likewiſe make * 12 
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Play, he „ 
ir{ to the laſt Mee Jaterruption,- © 7 

Nothing rr 
tion of this Game, and to ſhow the manner of 
ying off the Cards, but to give Examples of 


made, 
Example of an 3 
Comet. 


If the eldeſt Hand has in his Game,. two Kings, 
two Queens, two Knaves, two Tens, a Nine, an 
Eight, a Seven, two Sixes, two Fives, a Four, a 
Three, and a Two; he begins by leading a Five, 
a Six, a Seven, an Eight, a Nine, a Ten, a Knave, 
a Queen, and a Klug; and, as he has a right to 
lead again, after playing the King, by what Card 
he pleaſes, he leads Ten, Knave, Queen and King; 
and then, Two, Three, Four, Five and Six ; and 
by this means he plays off all his eighteen Cards, 
\ without Interruption 3 which is called making the 


Points which remain in the Hand of the other Play- 
er, are counted double: and if he has the Comet, 


| he who makes the Opera is paid a and the 
Points are counted quadruple. 


Ecanle of an Opera, fnifed by the . 


If the eldeſt Hand has in his Game, three Kings, 
a Queen, a Knave, four Tens, the Comet, and 
another Nine, an Eight, two Sevens, a Six, a Five, 
2 Four, and a Three; he plays firſt a Seven, an 
Eight, 


de different. Sorts of Operas mat may" be 


Opera, as was ſaid before: ard in that Caſe the 
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Occaſion: When cke Opera is Ahead by the Co- 
met, it is pald eight Tümes, and-The Points which 
mainain in he : other _ — de 


ſame. Fn 


pomp ah Opt; eee -e. 'playel 
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If the eldeſt Hand has two o King. yo Queens 
two Knaves, and two Tens, the Comet, and to 
other Nines, an Right, a Seven, 4 Six, a. Five, a 
Four, a Three, and a Two : He plays ſirſt the 
Two, Three, Four, Five, Six, Seven, Eight, Nine, 
Ten, Knave, Queen and King J and then plays 
Nine, Ten, Knave, Queen and King: After 
which, having the right of leading hat Card he 
pleaſes, he plays. down the Comet for he eighteenth 
Card, ſaying, Nine and Comet, and by this Me- 
thod he finiſhes by the Comet as a Nine. 
Axotber Manner of playing the fame Hand. 
He may begin with Nine, Ten, Knave, Queen 
and King ; and then play again, Nine, Ten, 
Knave, Queen and King; after which he Plays the 
Two, Three, Four, Five, Sx, Seven and Eight, 
and for the laſt Card the n in the fie c of 
Nine. 6 

The Opera Ag ** the:Camet/ "for Nine 

is, as we have ſaid, the greateſt N 
| Sam; 
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| his Sen eee , Wl. 
likewiſe, by leaving out e TW o band Three's ; | 


and then esch een, il 
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* m, All, aud, for Pet „„ 
When this Game 1s play ed by. ire Wale, | 

each Player has twelve 5 0 dealt him, and there 

remain twelve i in the Stock the two Players who. 


y 
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a have Cards remaining, in help Mg, pay down y i 
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directly to him that has played all bis Cards, 
Points that are i in Hands and he of i the t 
'S who has the moſt Points, puts. two Counters into 
the Poul, which at the End of the Party page? | 
to him who, is the Winner, * | 


When the two Players who. have c - 
ing, have exactly the ſame Number of Points, esch | 
of them puts one Counter into the Poul. n 

The eldeſt having played ſuch Cards as, are in 1 
Sequence, and topping at a Card he has not, the . 
Player on his Right, plays it, if he has f it; and if 


1 not the third Player if he has it, plays it and; goes 
„ l be hay ir ger, de rſt Player begins again. 
„ dy what Card he pleaſes, | | 
„ When four Perſons 1 play, each has ten Card? dell | 


him, and there then remain eight for the Stock. 
If there tre five Players, they have each 
nine Cards, and chere remain three in the Stock! 
* ene 
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We have ail before, that the: Game of the Cor 
met is played in general as Piquet, by two Playem 3 
by three in Turn; and by four, two againſt tuo: 
"Now firſt we ſuppoſe two Perſons to play, and then 
they have each eighteen Cards, nd. | ir 
for the Stock; and the eldeſt may take in 
fix Cards from the Stock, and muſt not takt leſs 
* than two and the youngeſt may take three Cds, 
and muſt take one, If the eldeſt does hot talks In 
his fix, he may ſee. ſunh of them as he leaves, 22 
The dlſcard remain on the fide of each Play- 
Meh may lock gt them when he pleaſes, in the 
"fame manner as afPiquet ; for all the rules that are 
© obſerved at Piquet, with regard to the diſcard, are 
obſertzec here, . "bf, | 
- "When there are three Players, there remains, as 
was ſaid, a Stock compos ud likewiſe of twelve 
Cards; of which the eldeſt y take 1 and the 1 
duo e three each. | 
When there are four Players, the Stock conſiſts 
of eight Cards; the eldeſt then takes four, the ſe- 
cond Player two; and the two others, bne Ear 
each, Kue * 85 
When tins” ate 7 Players, as 
three Gards i in. the Wan there a o Diſe 
7 bp b Bo 
rc © yy Tenge? 4 


